JACK'S BACK! 




S*£sr 



time gan<« 




_ best . j ursri' 



PUSHERS 

Roger Kuan, Oliver Frey, Franco Fney 
Publishing Executive/Editor 

Sub Editor 
Ciafitn ftrenftan 
Staff Writers 

Lloyd Mangram, Lee Paddori, 

Hannah Smith 

AdHtfiturt Editor 

Derek Brewster 

E1nt*gy Editor 

Philippa Irving 

T«l» Tipster 

Simon Goodwin 

Cwililbutlnsp Writers 

Jon Bates. Brandon Kawanagh . 

John Minson 

Product! or* Contrnn pr 

David Woslern 

Ari Director 

Gordon FJruce 

MuftritW 

Oliver frey 

Production 

Set) C&are. Tim Droton, Mark Kendrick. 

Tony Union, Nick Orchard. MttitaeJ 

Parkinson. Canrcfon Pound, Jonathan 

ii iyriH ! M.rillr: E * Jfrdcll 

AltwrtfHiTMnt Manarjtr 

Roger Bennefl 

Ath*rik»mnt Asslstinl 

Nick Wild 

Subscriptions 

Demse Roberts 

Mail Order 

Carol Kmse v 

EdtoiarawJPradvciinr. 
1/2 King Street, Ludlow, 
Sfcropthtri STB 1*0 

M-iiil Order and Subsc riplions 
POfiax 10, LudiDw, 
Shropshire STB 1DB 

MOM we 

ADVERTISING 

Bookings 

Printed \n England by Carlisle Web 
Offset Lid. Newtown Trading Estate 
Carlisle. Djmbfia. CA2 7NR - 
member 01 the BPCC Group 

Debuted oy CQMAG, 
Tavistock Road. West Drayton, 
MMdtoax U67 7QE 

Ui mufcrnfj rr*iy tgfHkiHd « l^Wfl V p*fl 

dm. Hta- camp undrwu to return iry wntun 
or pMnqricftte unarm wm hUCWW 
VjfpTTm untaa KcwnpaMtf Qy I suttt^r 
stpmp*]. *MfJ3&Kl BnvtJapd. Unttitofed Wrtfcpi 
or rtfBto m«fw* iirtiidi fT^ Df uUdin TTIft 



-.. 1387 Kmsltatd Ltd 




AfflWSFiELD PUBLICATION 

[abc] ' 

«.*!*. in i. «(•.<*■' C44 



Cover by Oliver Frey 




| ISSUE NO. 36 March 1987 



DIY 

56 WIN A WALKMAN 

The second ADRIAN MOLE game is on its way - 

your chance to collect a waJkman, a signed copy 

at the bock or the game itself 

72 FIREBIRD EXTRAVAGANZA 

A chance to win every SILVER RANGE Spectrum 

game. Two Hundred runners -up collect a copy of 

THE HELM 

9 7 SHORT CIRCUIT 

Fifty copies of the latest OCEAN game on offer . . . 



FEATURES 

34 WHAT YOU THOUGHT OF 1936 

We reveal the outcome of voting In THE 1986 
READERS AWARDS 

30 FROM THE FANZINE FILE . . . 

Hannah Smith riffles through the latest offerings 
from small magazine publishers 
60 TAMARA KNIGHT 

Continuing the a d ventures of a fast-food ealeshe- 
Jng and her companion , LOUSE 
74 SMASHBACK'S BACK 

Ben Stone takes another look at some Smashes 
from 1985 

1 16 THE ART ARTICLE 

Bemie Drummond, the artist behind BATMAN, 
tells all to Lee Paddoa We get the latest news on 
MATCH DAY II into the bargain! 



REGULARS 

7 EDITORIAL 
10 NEWS INPUT 

A few wonts on ttie latest techno-toys soon to be 

in the shops, news on a couple of takeovers and 

the ustiaf mix of reportage 

12 FEAR AND LOATHING 

Hunter S Minson continues his quest for food 

38 LLOYD MANGRAMS FORUM 

Pondering the state of his garden, Lloyd gate 
down to another batch of written opinions 
40 CRASH COURSE 

Rosetta continues her peregrinations through the 

Blackboard Jungle 

53 RESULTS GALORE! 

The Competition Minion catches up with most of 

the Christmas backlog 

57 LUNAR JETMAN 

Mo re frantic fun with our comic hero 

59 HANNAH SMITH'S PLAYING TIPS 

Gearing herself up for something big next month, 

Hannah gets down to business 

70 PBM MAILBOX 

The Diplomatic Directory expands 

73 LLOYD MANGRAMS HALL OF SLIME 

Yet more gore 

77 PHILIPPA tRVMG'S FRONTLINE 

Philippe fights for, and wins, extra space for 
strategists this month! 
32 TECH NICHE 

Messrs Frey and Bates look at a DISCIPLE and 
more musical add-ons, respectively 
Be TECH TIPS 

Simon catches up with his post and takes a close 
look at a Plus 2 book from MELBOURNE HOUSE 
90 DEREK BREWSTER'S ADVENTURE 
TRAIL 

The first cemmarcially-prorJuced adventures writ- 
ten on the GRAPHIC ADVENTURE CREATOR 
come Derek's way 

10B CRASH HOTLINE AND ADVENTURE 
CHARTS 

118 PREVIEWS 

We kick off this month with a look at the latest 
game from the team that brought you BAT- 
MAN . . , 



Not quite the ides of March, but 26th 
March is a significant date: look out for 
the April CRASH on that day! 
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Air to air and air to ground combat flight simulation 

Defeat the elusive Starglider in an amazing all-action combat 
flight simulation. The planet Novenia has been devastated by an 
evil tide of invading Egrons; single-handed, you must wipe out 
the enemy in explosive one-to-one combat. Swooping down with 
lasers blazing, you'll need to take fast evasive action to avoid the 
barrage of enemy missiles. Exhilarating low-level attack and 
defence flight manoeuvres, coupled with a cunning strategic 
element, make STARGLIDER a classic among classics. 
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Energy lowers lie dead ahead 
delended by heavily nrmeri Egron 



A Stamper and Walker close in Laser 
fine is (utile against these metal 
monsters 



The Walker attacks- Bank your craft 
to evade the lasers and prepare lo fire 



Missile launched! Steer your TV- 
guided missrie on i&rget lo annihilate 
the invader 



The Slarglider swoops in lo attack 
Several direct hits are needed to 
deslroy i1 



A special mission A devastating 
super missile has tmun located in lhe 
rums of Novpnirf 



GAME OF 
THE YEAR 

One of the finest games ever forlh* 
Spectrum*** IV* hard to Imagine a 
better shoot h em up,,. Starglider 
is the best vector graphics game 
to dale 1 

Crash Smash 

A Classic 
among 

classics 

The heal 3D line graphic game em 
Better than Elite, with the 
emphasis on action 

Sinclair User Classic 

The graphics are the one thing thai 
makes Starglider stand cockpit 
and laser gun above previous 
3D games' 

Your Sinclair Megagame 




Spectrum 48 128 cassette 



£14.95 





Rh in bin J Software, Wellington House, 
Upper St Martins Lane. London WC?H 901 
Tel: 01-240 6838 
RAinbkd Software it A divulon of 
BHIliM TtlecommurHcatlcHni pic 




The home computer 
software industry seems to 
be following the modal that 
astronomers use for the life 
cycle of Stan* 

A mature star consist! of a 
solid nucleus surrounded by 
burning gases which give off 
■ considerable quantity of 
energy! Including heet and 
light A coupi* of years ago, 
the home computer industry 
consisted of a large number 
of smalt! independent Arms, 
all highly active and all 
releasing games left, right 
and centre, A few larger com- 
panies sat In the middle of 
the industry providing an 
anchor - this nucleus 
included the larger software 
concerns! Independent dis- 
tributors and a couple of 
retail chains. 

The neit stage of a star 1 * 
life is the Red Giant phase, 
when th e m atter murrou n d Ing 
the nucleus begins to run 
out. About a year ago, the 
Innovative qualities of games 
for the Spectrum began to 
dwindle, and apart from a few 
bursts of Imaginative design, 
the glow of exciting new 
games subsided as licence 
deals took over. Games 
designers and programmers 
started working to a formula! 
producing clone upon clone. 
Many of the small companies 
disappeared, and the nuc- 
leus grew more solid. 

Then comet the Supernova 
ctage, when moat of the mat- 
ter that surrounds the nuc- 
leus of * star Is ejected (spot 
the bankruptcies). After the 
Supernova comes the White 
Dwarf , when the matter mak- 
ing up the star collapses In 
M: onto the nucleus - which In 
turn becomes more more 
dense as it absorbs material 
and condenses. 

This Is the stage the British 
games industry has now 
reached - a handful of large 
concerns have all but 
absorbed the smaller com* 
panles, The latest news sees 
MASTtiiTfiONic absorb mil- 
bourne House and MiRHQftSOFT 
take PSi Into the corporate 
fold* And of course Mmfto-oati 
took cover In the cso group 
som e m o nth s ago . 

How many Independent 
companies remain active in 
the market now that the 
major concerns are acting 
(Ike Black Holes, attracting 
talent and the competition 
into their depths? They can 
be counted on the fingers of 
one hand - ignore the thumb. 
Only a couple of companies 



v 

t 



(#are fay y 



1 remain truly independent! 
sou rein 9 and publishing 
their own products* 

The only hope for original- 
ity and in novation lies In the 
0 emergence off a aystem that 

2 par all e I s the book publ f sh i ng 
industry , where authors tout 

*" their wares around the large 
publishers. Some com- 
panies, Hke CAMVM, DEHTON 
DUMMS, BINARY DESIGH and 

oesjQH DE»oN are already 
'packaging 1 products for the 
larger concemSi and a thriv- 
ing market for freelance 
programmers exists* 




mi 



The only drawback i* that 
«» larga marketing- oriented 
combine* can exert an undue 
influence on the market - 
given their powerful re J at ion - 
■hip with the distributors and 
retail theme. With |** v 
choice available, the cus- 
tomer may have to put up 
w«h the game* that market- 
ing people decide will sell. 
The recent spate of licensed 

9 ?7L*" * ni1 ti *" i, »- nearly all 
c them mediocre, could be 
an Indication of things to 

„ ** Innovation 
■quaahed out of the equation 
when corporations control 
the home computer software 
industry? Let's hope that 
Imagination Isn't sucked Into 
the resulting Block Hole. 

CRASH March 1 987 7 



i987 



Uo3&:Xmss 1906/138? 

Another dose afiraditionafly festive 
turt. tht$ ^ar accoftipanmd by Issue 
Oof and containing spook 
behind the scenes in Grov&J HM, 
whore they make the magazine that 
beats Lloyd's initials. Lloyd himseff 




looks back over 19$G giving a 
resume of the games we aft played. 
Me! Croucher begins the saga of 
TAMAftA KNIGHT: Part One of the 
teteofa fast-food satesbeing of the 
future is accompanied by Part Two. 
$fmon Goodwin ftnds that it isn 't 
just Spectrum owners who are 
otaying Spectrum games .. , . Apart 
from the usual regular features, wa 
talked to the xmtoh oesiQNers and 
found out about the sptii reviewed 
Kal Trap, the GENESIS gam? and 
looked al mualcal add-ons. HoK 
forgetting the definitive CRASH 
Index for 1906 and ins IMEWSFIELD 
Reviewers* ChaSenge . * . 

Maps included infiltrator. Level 
One of Scooby Doc, all of Heart* 
land, The Great Escape, and Druid. 

No 37: February 1 M7 

The man behind JETMAN is inter - 
viewed and reveals a few of his dark 
secrets, and we reveal Ine dark sec- 
rets ol Ins trio of reviewers chained 
up in the CRASH Dungeon. TAM- 
AR* KNIGHT cwitinues Iter and ven- 
tures, as does Franco Fray in the 
world of Video Dtgtttssrs The full 
match report on the Match Day 
Challenge is given, in which we tell 
how one of the programmers 
responsible Tor the classic game 
ended up "sick as a parrot' . Games 
mapped in February included part 
of Fairiightii, all of Ftretord, Avenger 
and Dandy. 




t wovtttUke to order tfte following 1987 CRASH 
BACK NUMBERS . . * (1966 backnumber* may be 
ord+r+d using the coupon o#t page TBJ 

Please tick the correct box 

36 n 3?Q 

PRICES 

• Christmas Special (including LM Issue Q}£2*25 
Inducting P&P 

• lssu& 37 F £1.20 including P&P 

• OVERSEAS ORDERS: Add £0-80 per magazine 
{they cost a smalt fortune to send) 
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REVALUING 
THE CRASH 
CURRENCY 

Following on from the ratings 
changes announced fast month, 
we've decided to complete the 
task of revamping the way in which 
our (named) reviewers evaluate 
games. 

The general reaction to the 
changes we've already made is 
favourable - quite a few people 
haw written to Uoyd telling bim 
that it wets the Right Thing fo Da 
Over the past year or so, the gen- 
eral standard of games has 
improved steadily whtch has fed to 
a degree of polarisation in the per- 
centages that our reviewers have 
been awarding. So as of this 
month, we've reappraised the way 
fn which percentages are 
awarded, and taken the opportu- 
nity to remind ourselves that an 
average game should score 
around 50% 

Games can onty really be judged 
in the light of the current standard 



of releases - far instance, had 
Starglider 128 been released eigh- 
teen months ago it would have 
been difficult for any percentage 
system to cope. (And for any 
Spectrum to cope, but you get the 
drift of the argument,) A more even 
spread of percentage ratings 
should be the outcome of 
rejuvenating our percentage pol- 
icy, arid fewer games should be 
bunched together at either end of 
the scale. 

One final upgrade is planned - 
and with luck we should have 
implemented it in time for next 
month. While some software 
houses make it clear that an 
enhanced version of a game is 
included on the cassette for the 
benefit of 1 28K and Plus 2 owners, 
quite a few games offer additional 
facilities, or J work' better on the 
Plus 2 than they do on the basic 
Spectrum - the sound on master- 
Tronic's 180 for instance. 

So as of next month, Ben Stone 
will be providing a small panel to 
go with every mainstream game 
review, pointing out any additional 
features that 1 2&K and Plus 2 own- 
ers are likely to find when they load 
up. 
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The shape of 
things to 
come? 
A miniature 
robot viows 
ffc* exhibits 
at the Earl's 
CourtToyFair 



EVERYWHERE! 



Every year, buyers for the major 
stores and local toyshops In the 
South of England get together at 
the Earl's Court Toy Fair and 
decide what to order for trie 1967 
Christmas market. This year it was 
overrun by Lasers. 

There were lasers that fired at 
each other, some that fired at 
tanks, others that fired at targets 
and those that fired at tension 
screens. What's more - there 
wasn't a single laser in the entire 
exhibition! 

Confused? well so was tt The 
story goes along these tines: this 
year the toy industry has decided 
that you and I are all going to buy 
"laser' guns for Christmas. But 
none of these laser' toys feature 
real lasers - instead they use a 
system like the one used in a tele- 
vision remote control. 

Several games of this type will 



be available later this year, includ- 
ing Laser Gun from &an oai, Zillion 
from matchbox, and Laser Com- 
bat from action GT. With this type 
of gun you need two players for 
maximum fun. The one with the 
gun goes seeking after the larget 
wearer, and fires at him whenever 
the target is in view. 

The Final variation on the theme 
was the Laser GhaUenge< which is 
the nearest that the toy companies 
have yet come to making an 
arcade game, This package con- 
tains a gun and a video tape. This 
tape depicts a number of moving 
characters which you attempt to 
shoot. Scoring is registered on the 
gun itself, with different colours 
indicating differing values. 

There were other new games on 
show besides the lasers. There 
were dolls by the million, including 
cassette-based models with lips 
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that talk in ti me to the words on the 
cassette. As you 1 d expect there 
were cuddly bears by the hundred 

- but what I didn't expect was a 
cuddry computer screen, mb 
games were showing Animator, an 
LCD screen which allows you to 
draw and animate pretty pictures. 
I suppose that it's across between 
The Art Studio and an Etch-a- 
Sketch - but not hatf as much fun! 

There were a couple of comput- 
ers at the show. The first was the 
Nintendo Games Console on the 
mattel stand, and the other was 
on the stand of the only 
mainstream computer manufac- 
turer at the show - atari. 

The Nintendo made a huge 
impact in Japan last year, and a 
few software houses are already 
planning to support this machine 
when it starts to sel I in Europe . This 
console has special cartridges 
that use a robot assistant (Fi O B. 

- your Robotic Operating Buddy!) 
to help you play the game. 

I asked for a demonstration of 
this system using the robot assis- 
tant, and have never seen anything 
so complicated and difficult in all 



my life, The product manager 
assigned to do the demo was in 
real trouble - he had to keep talk- 
ing at the same time as changing 
screens, moving the robot up and 
down, spinning the gyroscopes 
and moving the little man on the 
screen. Sounds like just the sort of 
game we could use for a 
reviewer's challenge . . . 

atari were proudly displaying 
their 26O0 games console - yes it's 
that machine again, the original 
at api, They also had the 13QXE 
computer, newly described as a 
Games Computer and the brand 
new 6SXE GarDes Computer, 

What Is particularly interesting 
about this machine is that it is 
basically an atari computer with a 
cartridge socket and no keyboard, 
but it can be built up into a fuu com- 
puter system with a range of add- 
ons available. 

In all there was plenty to see at 
this year's fair, and plenty that you 
will be seeing on Television later in 
the year- 



Mark Seeley 



MERGER MANIA 



Budget masters mastektronic are 
entering the 'full- price' market 
with a bang - they've just bought 

MELBOURNE HOUSE 

The details are secret, but MEL- 
BOURNE HOUSE claim they were 
paid a seven-figure sum - making 
this one of the biggest takeover 
deals in the history of the industry 
{b financial terms, at least). 

Both houses plan to publish 
software under their own names: 
and beam software, a separate 
company owned by the founders 
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of Melbourne house and responsi- 
ble tor many of Melbourne's prod- 
ucts, will carry on developing pro- 
grams for the label. 

mastertronic has been looking 
to acquire a 'full-price' software 
house for some time, a company 
spokesman said, and they were 
impressed by MELBOURNE 
HOUSE'S product plans. 

But this doesn't mean master- 
Tronic will change their own policy 
on budget games. 

Mastertronic are setting up a 



new arcade-games division, 
Arcadia systems inc. This will con- 
centrate on making coin-op video 
games - but auCA&a's arcade 
games could find their way into 
mastertronic' s product range. 

mirror so ft are empire-build- 
ing, too. Their parent company, 
pergamow press has acquired two 
US software houses, spectrum 
HOLoevTE if+c and nexa corpora- 
tion. And p closer to home, the 
group has conquered wargames 
specialists pss. 

Gary Mays, pint managing 
director of pss, Is happy about the 
move - it'll give his company 
guaranteed distnbution and finan- 
cial security for new projects, he 



says. 

pss plans include Battlefield 
Germany* a wargame set at the 
beginning of World War III in 
Europe, and B($mark, a simulation 
of the famous World War II naval 
action. 

They're also planning a Spec- 
trum version of tobrukthat will be 
playable by two people, each sit- 
ting at their own machine net- 
worked through the joystick port. 
The Spectrum version should fea- 
ture an arcade sequence, and is 
intended to appeal to a much 
wider market than the wargamers 
who have traditionally been the 
main supporters ol pss games. 




OUTAND 
DOWN! 

Two games until now only availa- 
ble at full price have been rere- 
leasad on budget labels. Virgin s 
Falcon Palroi H has resurfaced on 
the £1 99 bug Byte label and 
Willow Pattern has gone from 
super silver to SILVER - getting a 
pound cheaper in the process. 




Mark Smith, winner of the hewson 

City Sticker cq m pet it ion sits at the 
feet of his hero, Daley Thompson - 
well actually a waxwork of the 
world-champion breaking 
decathlete at Madame Tussaud 1 s . 
Mark was treated to a whirlwind 
tour of London, escorted by our 
very own Girlie Tipster Hannah 
Smith and the wonderful Jul in 
Coombs from hewson 



LOADING ERRORS 



LATE ARRIVAL 
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Arkanoid from ocean arrived just 
too late for review, It's a micro ver- 
sion of the arcade hit and marks 
the return to popularity for Break- 
out-type games. 

Breakout originally appeared in 
the dim and distant past at the 
dawn of the arcade industry. 
Arkanoid adds lots of extra fea- 



tures, including aliens. Indestructi- 
ble bricks, bricks that only disap- 
pear after three hits, and bricks 
that release bonus pods. Hitting a 
bonus pod causes 

changes . , . the bat may grow 
larger, turn into a laser or become 
sticky, and sometimes you can 
choose to go on to the next level. 



The end of tape azimuth problems 
is in sight according to load-it, 

If you send them your cassette 
deck together with they'll ftt 
a little azimuth-tweaking knob 
before sending it back. Then, 
when a tape fails to load, you can 
twiddle the azimuth knob until you 
get the clearest tone from the 
loudspeaker, A scaie around the 
knob can be used to read off the 



optimum settrng for thai game - 
make a note of the number on the 
inlay card, and the azimuth knob 
can be set to the best position 
whenever that game is loaded 
again 

Load it are at 35 Stretton Road, 
Shirley, Solihull West Midlands, 
To find if your make of tape rec- 
order can take the load it treat- 
ment, phone 021-745-4970. 



GOING SWIMMINGLY 



After a short full in their packed 
schedule of releases, piranha are 
getting ready to launch another 
batch of games into the Spectrum 
universe. 

□on Priestley, creator of 
Popeye and Trapdoor, is develop- 
ing another game \r\ which Berk 
has to get to work - Trapdoor tL 

A game based on the Royal 



Family is on the drawing board, 
too h as well as the official Yogi 
Bear licensed game, scheduled for 
summer release. The top talents of 
delta 4 are going to work on a 
spoof adventure, The Great Amer- 
ican Detective, and Piranha have 
acquired two more licences - 
Judge Death and Roy of the Rov- 
ers. 



GENESIS II 



If something's worth doing well, 
it's worth doing again! 

That couW be the motto of the 
GENESIS design a-game contest 
we ran together with domark last 
year. And now, following the 
Christmas success of the frrst 
GENESIS game (Kat Trap), comes 
another winner - The Sewer, from 
16 year-old Martin Lee of Exeter, 




Martin visited domark s South 
London HO to discuss his plan 
with Graham Stafford of design 
design, who'll be responsible for 
the programming. 

"me game s a Wend of subterra- 
nean strategy and arcade action - 
you race against time to rescue 
workmen trapped by rising water, 
acid and the unfriendly rats and 
Ieech4es of the underworld. 

Graham Stafford will be coding 
on the Amstrad - he reckons ii 
makes conversions easier - but 
don't worry. The Sewer will be 
rleased for the Spectrum too. 

Read all about it in AMT1X1 
magazine, which borrowed our 
man Minscm to sit in on that first 
brainstorming session. He came 
away burbling something about a 
classic in the making . . . 
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January means out with the old 
and in with the new. Out with the 
Christmas parties and in with the 
Naw Year orgies, Except for those 
weird people at hewson' 

Remember how they began 
celebrating Christmas at the PCW 
show in September? Weil, they 
realised the error of their ways and 
held another Christmas party, this 
Lime in early January. Now they 
could be Ukrainians, who celebrate 
the festive season about two 
weeks later than everyone else. Or 
maybe it's just a ploy to confuse 
poor, befuddled hacks like me. 

Anyway, I didn't make it, I'm 
afraid, Anyone who read about my 
leaky roof last time won t want 
further grisly details of the struc- 
tural horrors that kept me away 
from the launch of fmpossabalK 
Andrew 5 speech and the truly 
wonderful Julia Coornbes 1 
Apologies all round. 

Luckily I escaped the Curse of 
the Rat of Usher in time for afigus 
software's launch of Grange Hill - 
the Game. Rolling up to their offi- 
ces I was greeted by Carlos in 
headmaster's gear. "You're late '", 
he bellowed. 'See me after 
class", it only took a moment to 
remember thai he'd once been a 
school teacher. Any ex-pupils out 
there, do write in and tell us his 
nickname, won't you? 

On the subject of nicknames J p d 
hardly had time to pick up my 
school badge - Vice Captain {it 
seemed most fitting!) - when 
somebody grabbed my sleeve. 
"Behind the bike sheds' r , she 
whispered into my armpit, being 
rather too short to reach my ear, 
"Five minutes". 

Having stopped only to grab a 
can of beer, I headed for the 
rendezvous. There the mystery 
woman removed her gyrnslip dis- 
guise and revealed all* "It's Car- 
los", she told me, N You must stop 
calling him Cuddly. He likes it". 
She then suggested an alternative, 
but really, I refuse to brand him 
Kinky Carlos until I have facts, and/ 
or photos to prove it! 

Back to the throng and I man- 
aged to take a look at the game 
itself. It's based on one of the 
Grange Hill books and you take the 
role of Gonch in an after hours hunt 
for your confiscated Walkman. It 1 * 
neatly animated but I wasn't able 
to study it in any depth, because 
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MINSON AND THE 
FREUDIAN GYMSLIP 

Does Christmas never end? Hewson obviously think not - so I 
boycotted their January bash in protest. But that still left me time 
to be caned by Dave Carlos, AND get slightly the better for drink 
with the delightful Amanda Barry. 



anything to do with schools brings 
me out in an anxiety rash. 

Luckily this allergy doesn't run 
as far as Fleur Taylor, who plays 
Irnelda, and is, I'm happy to report, 
nothing like her on-screen charac- 
ter, In tact, she confided to me that 
she's even a Spectrum games- 
player Her faves are adventures, 
AticAtacanti that ancient offering, 
Vathalla. She's obviously too busy 
acting to keep up with the state of 
the art! 

I was about to discuss this 
further when the cane of Carlos 
descended and I was whipped off 
to the detention room. By the time 
I'd written out, 'I must not be late 
for Carlos' s Press Conferences', a 
hundred limes - and he wouldn't 
even let me use my word proces- 
sor - rt was time for a lunch 
appointment with the ever lovely 
Amanda Barry from ariolasoft. 




Ammndm Barry - #i#r* *t?otrt&\+ 
fpmcirvm'* potWon, tut m toft 
tocu* Mftmr ymi M/totit+r TtquH* 



This was meant to be a general 
chat about the industry, but as 
there have been several dramatic 
developments at the company in 
the past few days, it seemed natu- 
ral to focus on these as we 
munched a Mexican meal at 
Covent Garden's chic Cafe 
Pacifco. 

The first topic was the new label , 
starlight, which is run by Francis 
Lm, one of the guys who made 
beyond a force to be reckoned 
with. We discussed it as we tried 
to work out how to pronounce the 



names on the menu, and started 
on the first of an endless round of 
Margarita's, which helped our 
Spanish no end . . . but screwed 
up our English . 

stahlkjHt is starting in express 
fashion with Deathscape, a furious 
shoot up which will be arriving on 
the Spectrum some time in the 
next few months, And following it 
is Dogfight, a one or two player 
head-to-head aerial combat game 
with split screen views and vector 
graphics. From the early screen 
shots I saw, it looks good stuff. 

The label ties in with the new 
moves at ariolasoft. The com- 
pany has decided to pull out of dis- 
tribution and concentrate on pub- 
lishing. Now that may not seem 
particularly relevant to you. but it 
should be. I've discussed the 
nature of the software industry 
before, and this sort of change 
could indicate what's happening 
in the business as a whole. 

On the surface, nothing obvious 
will arter, except that abkxasoft 
titles may be a little easier to 
obtain. That's because the com- 
pany will be concentrating on what 
It does best, which Is not simply 
creating games, but helping 
others to create them. So star- 
light, my old friends at tigress and 
the rest will have the creative free- 
dom to develop original concepts, 
in the knowledge that ariolasoft 
will get them onto the streets. 

This seems like a gen orally good 
thing to me. When a company 
spreads itself too wide, becomes 
too big, it can lose touch with its 
programmers. The only thing 
that s important to it is grinding out 
product artolasoft's movecould 
lead to more well -thought out 
games, 

Amanda was positive too about 
the position of the Spectrum in the 
coming year too, even though the 
company will be releasing one of 
the best of the games consoles, 
the seqa- She thinks that this will 
go to a whote new market of pure 
gamers, while the enthusiasts will 
stick with the machine we all love. 

Just how much we love it was 
demonstrated by the late January 
Microfair. It coincided with the last 
day of Hanrods sale, which usually 
resembles an American Football 
scrimmage, only less polite. But 
this time the Knightsbn'dge store 
was near empty. Surely all the 



Stoanes and Arabs weren't at the 
Horticultural Halls? 

Okay, so I exaggerate, but 
there's still a lot of enthusiasm at 
these gatherings. It's interesting to 
see how the QL keeps "em rolling 
in, too. Sir Olive's most ambitious 
micro may have been a financial 
flop, but rt still has a strong follow- 
ing. There were plenty of bargains 
at the fair too. including some very 
recent tapes for a few quid. Could 
H be that not all manufacturers had 
such a buoyant Christmas? 

There was no CRASH stand this 
time though. I was forced to hang 
around Sinclair User's table, 
swopping insults with their 
delightful ad manager, A good 
thing I did. because it was then 
that I caught Paul Pouting, a 
CRASH competition winner, actu- 
ally buying a copy of their comb 
Worse, the warped wretch said 
that he'd never read my column. 

I was just about to rip out his 
kidneys when he explained that 
he'd been forced to buy the 
offending rag by some so-called 
friends. Sure enough, this crowd 
of infidels was torturing him as we 
spoke. As he promised totearhim- 
seff away from CRASH'S reviews 
for some Fear and Loathing, I 
stopped foaming at the mouth and 
sent him on his way. But be 
warned - you're never safe from 
the wrath of Newsfield. 

Actually, I was hoping for a word 
with SUs Commie-dore loving 
gossip columnist, Kremlin. Seems 
somebody shouted into his ear 
trumpet that I'm getting married, 
and he decided to publish the fact 
Well, yes it s true and already 
many of the most beautiful women 
in the world are weeping, joining 
nunneries, etc - but don't send 
any flowers yet, because the big 
day isn't till the summer. 

Kremlin seems to reckon that 
getting hitched; will bring an end to 
my wild life. Poor old thingl 
Perhaps he's drawing on his own 
experience. I can promise him that 
my fiancee has pledged to keep 
me in the weirdness to which 
you've ail become accustomed! 
So Kremlin old buddy, if I do get 
any carpet slippers as a wedding 
present I promise to donate them 
to to you. Tm too busy searching 
out the Fear, Loathing and Free 
Lunches! 

016 - as we say d own Mex ico way. 




"It is a strange craft that 
I control. The task before 
me is colossal, the 
dangers immense. 
The loch awaits 
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Did you buy the no. 1 Arcade 
Smash Hit of 1986 - Gauntlet? If not, 
you certainly should have. If you did, 
then you'll be delighted to know that you 
can play another amazing 512 levels with 
this super add on. 




Require* original Gauntlet to run this version. 

CBM64/128, SPECTRUM 48/128K, AMSTRAD, MSX, ATARI 
JL flHHB £4.99 cassette 
CBM64 128, AMSTRAD, ATARI, £6.99 disk 
ATARI ST £12.99 disk 
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Producer: Advance 

Retail Price: £7.95 
Author: Future Concepts 

Platform games have been 
around ever since Manic 
Miner stormed the software 
charts four years ago. Since then 
however, they've had a patchy 
time of it. But Cobra showed that a 
good platform game can still chart, 
and advance have leapt In with this 
similar (though more light -hearted) 
ottering. 

Butch Hard Guy is just unbeliev- 
ably butch, so macho that in conv 
parson John Rambo ar>d Zombie- 
Squad Cobra look like Dempsey 
and Makepeace. His mission 7 
Rescue a few forgotten army war 
veterans who are held captive by 
the notorious villain Or Fie Fu (no 
tea jokes, please), 

Butch doesn't need namby- 
pamby toys like machine guns, 
grenades and rocket-launchers; 
and why should he, armed as he is 
with lethal fists and feet? 

Somewhere on the 20 screens 
of platforms, are located the POW 
cages. It's up to Butch and his 
deadly arsenaJ of moves, to find 
them, shatter their bars with a s wfft 
kick, and then make for his 
helicopter with the War Vets in 
tow. 

But there's a small problem - of 
course. Dr Tie Fu has a platoon of 
combat droids out protecting his 
interests. These can be stunned 
with a punch, or killed with a care- 
fully timed kick, which results in 
their recoiling backwards and 



exploding. The flying shrapnel, 
however, is dangerous , and so is a 
robot's touch - it loses the Hard 
Guy one of his five lives. 

Apart from running left or right. 
Butch can kick, punch and per- 
form high or low somersaults. High 
somersaults are used to move up 
the screen, low ones are useful for 
leaping from ledge to ledge. Mis- 
sing a ledge is bid news though, 
as a fall of more than the height of 
a somersault means the loss of 
another life, 

Rescued POWs who get hit by a 
combat droid while making for the 
exit, go back behind bars , , . 
forcing Butch to free them all over 
again. 

Points are scored for escaped 

Eri sorters , completed levels and 
illing droids. There are no extra 
I i ves to be won , so make every one 
count. 



CRITICISM 



• * 1 really like ttii*. Obviously 
the programmer has some kind 
of warped mind * title brts, 
attract mode and the I i ke are rid- 
dled with little stab comments 
about the industry and Rambo 
fi lms. At worst these are boring, 
at best amusing, The gameplay 
Is baste but very compelling - 
there's the odd moment when 
the graphics mess up so you 
can't see what's going, on but I 
still found Butch Hard Guy fun to 
play. I feel that this would be bet- 



Level Three, .irsrf Butch Stifl has three Captives ftf rt-sci/c* 




The last vet makes htm way to freedom 



tor suited to a budget price but 
all in all ft isn t a bad gam*. 11 



• " l Jove the way that Butch Hard 
Guy to presented as a mickey-take 
of aff the other bash 'em up games 
- }he idea works and is well 
impiemented^ i found Butch Hard 
Guy to be one of the most addic- 
tive and pfayabie games i've 
played so tar this year, it's simple 
in structure, but effective. AM the 
characters are smoothly and 
attureteiy animated- though they 




are a bit too detailed in some 
pieces, making them took like a 
mass of dots mow™ across the 
screen Qverag Butch Hard Guy is 
a great fiWe game. ( took forward 
to his further adventures - or 
maybe a film tie-in .. . " 

PAUL 

i 

• " The first time I ptayed Butch 
Hard Guy \ I thought it was going to 
turn out a generally reasonable 
game, but it didn't take much to 
discover that it isn't all advance 
have cracked it up to be. The 
rescuing business is all very well 
for a short while, but after a lot of 
playing,, it startsto get tedious, The 
graphics are fairly average, cer- 
tainly nothing special, and the 
whole game, while initially play- 
able, becomes boring. Mot one I d 
recommend, " 



COMMENTS 



Control keys: definable, left, right, 
up. punch 

Joystick: Kempston, Cursor 
Use of colour poor 
Graphics: small and badly 
detailed 

Sound: nice drum solo which puts 
the rest to shame 
Skill levels: one 
Screens: 20 

General rating: Despite mixed 
feelings about addictiveness, an 
above average and playable plat- 
former. 



Presentation 


69% 


Graphics 


63% 


Ptayahility 


74% 


Addictive qualitfe* 


74% 


Value for money 


59% 


Overall 


$5% 



CRASH March 1987 15 




Producer: Melbourne House 

Retaif Price: E8.95 

Authors: Arcade Machine Ltd 



Bazooka Bill is the hardest so! - 
dier alfve - which is why he's 
been askedto rescue Gener al 
MacArthur from the rebel forces. 
Tlie exact position of MacArthur B S 
prison is unknown, although inside 
intelligence reports have hinted at 
a group of islands in the South 
Pacific. Consequently, ft is in the 
sub-tropical paradise of Atoll 
Archipei&go that your mission 
begins. 

The three islands that make up 
the rebel stronghold are crawling 
with revolutionary troops armed 
with an impressive array of Sophis- 
ticated weaponry. An individualist, 
Bazooka Bill starts his mission 
with no weapons at all except his 
fists and feet - his commanders 
expect him to make use of the 
resources he finds on the way. Bill 
can collect equipment, by walking 
over useful items as they are drop- 
ped by his fleeing victims. 
Weapons appear at the top of the 
screen as they are added to BilF's 
armoury, they can then be 
selected by using a cursor, Knives, 
Machine Guns, Flame Throwers 
and Bazookas become available, 
but each weapon has a limited 
useful life. Some weapons are only 
effective on specific targets - after 
ail . it's no use trying to take out a 
tank with a Bowie Knife. 

The screen is divided up into two 
levels connected by ladders, 
which either take Bin to another 
platform or onto a different screen 
altogether. The flip-screen format 



is used, and the ladders play an 
important part - it's possible to run 
around a building by flipping from 
screen to screen, but a ladder has 
to be used to progress into the 
game, 

The revolutionary troops and 
their tanks, trucks, helicopters and 
jets enter play from both sides of 
the screen - in order to etay alive 
Bill has to deal death on a large 
scale. An extra life is awarded for 
every 100 revolutionaries killed, 
although Bill can t have more than 
five lives in reserve at any one time. 
As the rebels inflict damage on 
BB s body, markers in the status 
area disappear - when the energy 
read-out dwindles, a new life is 
taken from the quartermaster's 
stores. When Bill's five lives have 
been used up, a timer counts 
down from ten - pressing the C 
key before this timer reaches zero 
allows play to continue from the 
point reached, with a set of five 
new lives and the score set to zero. 

Once an island has been 
expiored and all the weapons and 
food collected. Bill can proceed to 
the next location by stealing an 
enemy jet from the airport, and he 
has to engage in aerial dogfights 
on the way to his destination. 

Are you soldier enough to keep 
up BHrs reputation? 



With a knife selected from the wupon menu, the ultimate 
tough ffujr takes &tr rn.i$kcd rebels fry and dif dump 




Exploring a building, with onty his fists to prated him. Bin 
soldiers an 



CRITICISM 



• " Tm sorry, but I really don't 
rate this new game from Mel- 
bourne house - it doesnl 
impress me In any way. It left me 
feeling that the programmers 
didn't care about what the end 
product eventually came out 
Ilka. The gameplay is slow and 
becomes extremely tedious 
after only a short time. The 
graphics were designed on a 
sub -standard utility and are 
therefore pretty bad - the 
characters are messy and the 
backgrounds are dull. The 
sound Is also wall below aver- 
age: there are no tunes and the 
effects are drab. I couldn't rec- 
ommend this - It lint worth the 



ine house are a bit tate 
with this one - ocean and imagine 
have already released better 
games, in the same vein as this, 
months ago! There is nothing orig- 
inal or addictive in the game. The 
sound is very weak r md not a tune 
to be heard. The character is very 
stow responding to key presses, 
which makes quick fire action 
impossible. Some of the later 
islands contain some good 
weapons and vehicles - but 
nothing to keep a player enthralled 
for too iong. Bazooka Bill seems 
tike too tittle too late, " 




• " There is very little outstanding 
about Bazooka Bill: the graphics 
are co lourful (although the charac- 
ters aran t particularly well ani- 
mated), and the game is nothing 
more than an average beat em up. 
The way in which the ladders move 
you about in different ways isn't 
very well portrayed in the two 
dimensional graphics. I don't 
reckon that anyone would play this 
for very long; as the gameplay 
involved is very simple, and so 
addictrvity suffers. Not overly play- 
able, and with a price tag that s far 
to high - Bazooka Biit isn't a game 
I'd recommend. " 



COMMENTS 



Control keys: Q up, Z down , I left , 
P right, SPACE selects weapons, 
H pause. C continue game, F abort 
Joystick: Kempston, Interface 2 
Use of colour: sJmpte yet effective 
Graphics: colourful, by not very 
special 

Sound; the odd spot effect 
Skill levels: one 

Screens: three flip-screen islands 
to explore 

General rating: A poor develop- 
ment on a wefl-wom theme 



Presentation 
Graphics 
Payability 
Addictive qualities 
Value for i 



51% 
54% 
41% 
43% 
39% 
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I MASTERS OF THE 
UNIVERSE 



Producer US Gold 

Retail Price: £8,95 
Author: Adventure Soft 

F~ Irst they went from TV stars 
to plastic toys, and now - 
predictably perhaps, they're 
a computer game. Masters Of The 
Universe has go™ from strength 
to Strength since arriving in this 
country from the States, us gold 
has licensed the idea from mattel 
and converted the hunky cartoon 
characters for the pixeilated small 
screen. 

All the favourites from the series 
are here, including the evil 
Skeleton Sorceress, He- Man and 
of course Castle Gray skull. You, 
hunk that you are, play He-Man as 
he punches, slashes and kicks his 
way through yet another attempt 
to overthrow Skeleton 

Way beneath Snake Mountain 
the evil Sketetor has discovered 
the arcane Hearth stone, and by 
using its supreme powers he has 
managed to take over Castle 
Gray skull. He- Man has vowed to 
destroy the Hearth stone and put a 
stop to Skeletons dastardly plans 
for domination. Unfortunately, 
Orko, trying to help out, cast an 
Imprison Spell at Skeietor, but 
because he was heavily protected 
by the Hearth stone, the spell 
rebounded and now Orko is him- 
self imprisoned inside Castle 
GrayskuH. Now read on . . . 

The task is to break into the cas- 
tle, release Orko, destroy the 
Hearth stone and reinstate the Sor- 



ceress back where she belongs 
inside Gray skull. There's a draw- 
back, Skefetor has created an 
army of clones within the castle, 
who have been programmed to 
attack intruders, sapping their 
energy, and they must be 
destroyed or avoided. 

Luckily, hunky He- Man, armed 
with his trusty Sword of Power, 
can despatch most of the clones 
wrth a quick poke at their nether 
regions. He's also a very agile fel- 
low, able to run and leap over obs- 
tacles if necessary. 

Apart from slaying as many 
clones as possible, the idea is to 
collect objects on the way, which 
might be useful during the mission. 
They also provide Orko with the 
right spell to release himself from 
the castle and to conjure the spell 
that you require: a spe^l to turn the 
sword into an Atom Crusher. 

How much power remains in 
He-Man s sword, how many skulls 
he's cracked, and how much Body 
Shield he has left, are ail shown in 
a status panel. Body Shield pro- 
tects He-Man from most of the 
blows Inflicted on his muscular 
body, and appears as a block 
around the on-screen character. It 
wears out though, and leaves him 
vulnerable to sudden death. 

There's a time limit too, rep- 
resented by moons. At the start 
He- Man has only three moons to 
finish off Skefetor Will he manage 
everything in time? 




CRITICISM 



• " The garnepEay is non-exis- 
tent, the graphics are bad, 
there's no sound and it's badly 
programmed. In fact the only 
thing that Masters of the Universe 
has going for it is its name. The 
controls are badly laid out, and 
there are two jump keys - one 
for each direction! Nice p pretty 
backgrounds and lots of colour, 
but when you move around 
things start to get sick (although 
there's no colour clash - the 
programmers have got round 
this by putting He-Man in a box, 
so whenever he goes near a 
lend scape feature it gets rubbed 
out. Keep away, this is com- 
pletely rKimd. » 

BEN 



He -Man finds a lr<?y and an energy restoring twig ... but he's 
an/y got two Mtf 3 hmlf ni»*?s left to complete his quest 




w M What has us gold done this 
time? This must be one of the 
worst games to come out of their 
stable forages -and it's one of the 
worst looking games around. 
There may be a lot of colour on 
semen, but it's badly constructed 
ana too liberal - and why the half 
they've got a big black 'hato' 
around the main character is 
beyond me. I found it unplayable, 
with the collision detection par- 
ticularly apaliing f found it no fun 
to play, and there's nothing even 
stightiy addictive to hang or* to. I 
hate to say it but even the TV 
series is better than this. " 



• " What a pite of rubbish! The'fil- 
matioo 1 buisness is confusing, as 
filmation in computer terminology 
means something quite different 
to the definition used by the film 
production company who make 
Masters of the Universe on TV. The 
graphics aren't very good, and He- 
Man himself doesn't look particu- 
larly realistic It's very boring to 
play, and not much good to look 
at I wouldn't recommend it. M 



COMMENTS 



Control keys: 8 run left. 9 run 
right, 0 jump right, 2 up, W down, 
1 jump left, SPACE fire, R restart 
Joystick. Kempston, Interface? 
Use of colour: colourful, but lots 
of clashes 

Graphics: good when static, but 
moving spoils the effect > . , 
Sound; none 
Skill levels: one 
Screens; scrolling play area 
General rating: Poor program- 
ming skills, and non-existent 
garneplay makes for a missed 
opportunity. 



Graphics 
Ptayabllfty 
Addtctiveness 
Value for 



6fi% 
41% 
27% 
27% 
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Producer: Alligata 
Retail Price: £2.99 
Author: ft Steveson and 
N Speight 

A steam -train journey is rudely 
interrupted by the outbreak 
of war, and the locomotive is 
in deadly danger. Taking the con- 
trols, it's up to you to guide the 
engine along a five-track railway, 
avoiding hazards and trying to 
hang on to your three lives fof as 
long as possible. 

The main screen gives a side 
view of the train as it progresses, 
with the background scrolling 
from right to left at a constant rate- 
Enemy planes zoom in for 
a low-level pass, emptying their 
paytoad of bombs in your direc- 
tion. Runaway carts rumble down 
the track towards the loco and 
explode on contact, while airships 
hover In the sky attempting to drop 
bombs onto the roof of the engine. 
Evasive action is out of the ques- 
tion - the screen scroll forces the 



Trouble was obviously antici- 
pated by the railway company, as 
the locomotive is not defenceless. 
Puffs ot smoke can be released 
from the smoke stack to destroy 
falling bombs or blind enemy 
pilots, white the explosive trucks 
can be destroyed by firing blasts 
of steam from the front of the 
engine. Points are awarded for 
dealing death to the enemy and for 
blowing up trucks, A long-range 
radar display occupies the bottom 
of the screen, and warns of dan- 
gers I urki ng further along the track . 

The fuel available is monitored 



on a bar to the right of the screen; 
the engine loses steam and grinds 
to a hart when the coal runs out, 
becoming a defenceless target. 
Coal dumps are scattered around 
the network of sidings, and it's 
possible to change the points and 
move onto a branch line to pick up 
supplies when you come to a ju no- 
tion. 



CRITICISM 



i 



• " A mindless shoot 'em up no 
less - goody! Loco is the sort of 
game that will get loaded up, 
played for hours, and then never 
pJayed again. The gameplay is 



An airship hovers menacingly ahottB your engine 



compelling at first but appeal 
dwindles into apathy after a 
relatively short time. The 
graphics are simplistic but 
effective - the screen scrolls fn 
half characters so It jerks a bit 
and the use of colour is dubious. 
The sound is also on the minimal 
side; the odd effect Is all that Is 
on offer. For the price, you could 
do a lot worse than buy this! " 



• " This game is $o piayabfe, t 
can h t believe it! Okay, so the game 
is a bit dated amongst the Top 



Wheeee! A chunky bomb tails from th# b*Uyot mn memy 
pianf. Get ready with that smokestack , Casey . . . 




7. ill 





Guns and Gauntiets of today -but 
there's no denying the fact that 
Loco is great rbn to play ■ • « for a 
white, the backgrounds are weft 
drawn, but they don't change 
much and lack colour. The map at 
the bottom of the screen is a good 
idea, but can get out of synchroni- 
zation with what is really happen- 
ing above it. I would say that Loco 
is a brilliant game for the age range 
of 9-13, but anybody older than 
that would get bored fairly 
quickly. " 




SCORE: 00 7 SO 



TRAINS 




• L ' Loco is boring. The graphics 
are average, and the whole thing 
isn't much fun at all. The price, 
although only a few quid, is too 
much. Loco doesn't look like much 
or play tike much. The title screen 
picture is neat, but then again, that 
hardly makes up for the fad that 
the game isn't very good. A very 
simple idea, but one that's far too 
simple to make an interesting 
game. Not recommended ,r 



COMMENTS 



Control keys: Q u p and A down at 
points; P release steam, SPACE 
release smoke 
Joystick: Kempston. Cursor, 
Interface 2 

Use of colour basic, wfth some 
clash 

Graphics; fair detail, but simplistic 
Sound: the occasional spot effect 
Skill levels: one 
Screens: five scrolling levels 
General rating : A simplistic game 
that would only have long-term 
appeal to the younger player. 



Graphics 

Payability 
Addictive qualities 

Value fori 



54% 
48% 
57% 
40% 
51% 
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Grange Hill © Phil Redmond Enterprises Ltd. 




Producer: A W F 

Retail Price: £8.95 
Author: Icon Designs 

The srngte greatest drawback 
of space travel Is its cost. 
But the costs are worth it of 
the profit is reliable, and space 
farming certainly meets that 
requirement. 

You would like to try your hand at 
the new game of seeding uninha- 
bited planets and harvesting the 
resulting crops. Trouble is, that an 
alien species have just had the 
same Idea, and their plants 
("weeds' to you) seem to do so 
much better. The only real ray of 
hope is Agent Orange - a potent 
weedkiller that reaches alien 
weeds the way ordinary dometic 
killers can't It's out there in the 
wicte galaxy - somewhere, if only 
you couW find rt . . . 

Still, before that, there's farming 
work to be done. You ere faced 
with battling across eight planets 
full of rival alien planters. Starting 
from home, a mothership heads 
for the first world, carrying seed- 
crop and all-purpose crop- plan- 
ter/fighters {or daughterships). On 
arrival in orbit, an Information 
screen shows the number of 
enemy craft on the planet and 
their shield strengths. When the 
daughterahip is launched, the 
screen displays the immobile 
mother ship and the virgin soil 
below. The view is from overhead 
with a teft/rfeght fl ip scrolli ng screen 
- the fighter moves in eight direc- 
tions 

Further read-outs indicate the 
fighter s shield strength, enemy 
hieid strength, score, money and 
number of seeds and harvested 
crops in the fighter s hold. 



Crops are planted by holding 
down FIRE and moving the craft 
over the planet's surface. Once 
sown, they multiply fruitfully , going 
through three stages of growth; 
red. blue and green. When green, 
they're ready for harvesting, a sim- 
ple matter of moving the fighter 
back over them. Leaving the crops 
unharvested causes them to 
wither and die . 

This scene of peaceful cultiva- 
tion hides a violent fight for the 
right to plant. Alien fighter/harves- 
ters are there too. and are deter- 
mined to stake their daim. On the 
early levels of the game, just one 
shot disposes of them; but later, 
with bigger shields, they're far 
more aggressive. These ships can 
also plant crops, which you cannot 
harvest - but you can bum them 
off. If the joystick is released and 
the fire button is held down, the 
ship starts to fire rapid, short range 
shots, clearing alien weed to give 
your crops more room to breed. 

Strategy plays a part. The 
fighter's hold carries only 600 har- 
vested units, and when if s full, the 
fighter returns to the Mothership, 
Fighter shields are replenished at 
this stage. The Mothership can 
only carry 2000 un its. so after three 
harvesting trips, the Mothership 
must return home to cash in the 
crops. But it can only teave the 
planet if all alien ships have been 
destroyed. 

Back home you can trade ships. 
The current stock of ships and 
seeds is cashed in, and the sum 
added to money received for 
crops farmed. More expensive 
models with better shielding can 
be purchased with the profits. 

Meanwhile, back at the space 
ranch, more aliens have taken up 
residence. You can return and 



start over, or try for another planet 
- who knows, you might discover 
that elusive Agent Orange. 



m 



CRITICISM 



• " I really don't know what to 
make of this - tt *s a sort of dodgy 
shoot 'em up wrth a few frills and 
virtually no lasting appeal, The 
gameplay is much too difficult 
to get into and the instructions 
don't help that much - nice 
scenario though. The graphics 
are generally poor, the screen 
flicks abysmally and the charac- 
ters , whilst being well detailed, 
flicker and jerk around the 
screen. The wound is also 
nothing to write home about. 



There are a few rneasry effe 
bat no in - game tunes. There are 
some good shoot 'am ups 
around- this isn't one of them. " 



• " ; think it's a pretty sick joke to 
bring up Agent Orange as a sub- 



ject for a game, but that's beside 
the point I suppose. You don't 
need to be put off by the name of 
the game, playing it will make you 
think seriously about it. Agent 
Orange is described e$ e combi- 
nation of shoot h em up and strat- 
egy, The arcade bit f$ certainty 
there, but the game contains little 
else. The idea of planting crops 
and harvesting them is quite neat 
but the thought hasn t been 
developed enough. I didn't reaify 
enjoy Agent Orange as it seemed 
very hoitow in content " 



m lk Agent Orange Isn't aii that 
much of a game. It's not flawed; 
the way in whteh H was put 
together seems to have done it 
justice, but the way in which the 
game itself actually works is fairly 
mindless. The business of fiddling 
about with crops is alright for the 
first few bouts, but after a while, it 
gets tedious. The graphics aren't 
stunning, and though Agent 
Orange Isn't a bad game, I 
wouldn't recommend it. 1 



Threatened by the approaching enemy, your craft emerges 
from the mothership 



COMMENTS 




Control keys: definable, left, right, 
up, down, fire 

Joystick: Kempston, Cursor. 
Interface 2 
Use of colour: 

Graphics: detailed bas-relief, but 

Skill tevela: 00© 
Scrams: eight scrolling land- 
scapes 

General rating: An original and 
intriguing idea, but lacking in the 
finer elements of gameplay. 



Presentation 72% 

Graphics 63% 

Payability 59% 

Addictive qualttlw 55% 

Value for money 53% 
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Producer Melbourne House 

Retail Price; £8.95 
Author: Beam Software 



Dredd has been a long time 
coming, unusual In one of 
such tempestuous cer- 
titude, It must be over two years 
ago that games workshop con- 
fided they were developing a com- 
puter game based on the cult 2000 
AD comic-strip hero - but the 
Workshop stopped producing 
software, Dredd then moved sur- 
reptitiously OVer tO MELBOURNE 
house some months later, and 
their game has been many moons 
in the making. 

The time is the future; a posi- 
punk, post-industrial world, where 
the minority managers run auto- 
mated factories and write the laws* 
while the teeming masses celebr- 
ate their terminal boredom in 
crimes ranging from petty to meg- 
lomaniac. The law is unforgiving - 
in Mega-Crtv 1 the equivalent of 
being hung for stealing a loaf is to 
be shot for jay- walking, presuma- 
bly because you shouldn't get In 
the way of a busy, car bound man- 
ager. 

Meanest of all the Judges is 
Dredd. a man-myth who wears his 
beliefs in a holster. 

Melbourne house now offers 
you the chance of a few hours 
inside Dredd "s death-black 
armour, astride his Law-master 
motorcycle, and with his faithful 
Lawgiver strapped to your side, in 
the eternal hunting down of per- 
petrators {or 'perps'J who threaten 
Mega-City 1 with anarchy and 
destruction, Moving through 
crty streets on foot is considered 
an A 7 risk, so Dredd, following 
basic procedures as laid down in 
the Justice Department Regula- 



tions 



prowl 



sector on his 



Lawmaster. From this mobile pos- 
ition, monitoring crimes as they're 
reported on the crime display 
screen Is simplicity itself. By mov- 
ing an icon (representing himself) 
over a reported incident on the dis- 
play and pressing fire, Dredd is 
whisked to the incident - and dis- 
mounts. 

The game now switches to a 
side-on-view pJatform game. A 
status panel below the playing 
area offers three selectable read- 
outs, "me first shows remaining 
levels of stamina and ammunition, 
and also states the Judge's 
response; three may be selected. 
Halt is a shouted warning, Warn 
fires a shoi across the perp's 
bows p while Kill speaks violently 
for itself. 

Dredd moves from screen to 
screen by running along platforms 
and jumping up or down. Alterna- 
tive^, lifts and doorways may be 
used to reach the last known pos- 
ition of the perp and bring him to 
book. In responding to Halt or 
Warn, the perp sticks his hands in 
the air and 'comes quietly 1 , But 
should Johnny chance his ami, it's 
out with Lawgiver - and BADAAM! 

When the crime is first selected 
on the chme display, its 'normal 1 
level of threat is set for Dredd, but 
some perps are more desperate 
(or foofish} than others and the 
Lawgiver is designed aocordi ngly 

The ammo comes in six grades: 
Normal, Armour-Piercing, Heat- 
Seeking Bullets, Ricochet Incen- 
diary and Hioh Explosive. Armour- 
Pierang Buffets can be f ired right 
through platforms. Heat-Seeking 
Bullets track down the perp. 
Ricochet Bullets can be bounced 



The sovttess CHi-Blacks of Mega -Crty f form w fitting 
tack drop tor the Grim* display screen 



£vetl a heavily-armed murder suspect cant MCape from the 
I0rtg arm of Judge &rt?dd 



off walls and floors, while High 
Explosive and Incendiary Bullets 
are extremely prejudicial to a 
perp r s well-being. 

As Dredd deals with one crime, 
others are continually being per- 
petrated, so having dealt success- 
fully with one, it's back to the crime 
display to check on progress 
throughout the sector. Should 
there ever be more than eight 
crimes on screen at once, the 
game is over and the criminals 
have overrun the city. 



CRITICISM 



I 



• " If you are a regular CRASH 
reader you may have noticed 
that wa have a great Hking for 
2000 AD and its characters. I am 
EXTREMELY DISAPPOINTED 
with this awful effort. Judge 
Dredd had potential to be one of 
the strongest characters ever to 
appear in a computer game; 
unfortunately tiie situation here 
cramps his style. The game has 
been badly planned and abys- 
mally programmed, it's hard to 
play and eventua lly repel I ant 
Vm afraid that this does no jus- 
tice to the original cult cartoon 
strip whatsoever - stay well 
clear of it w 




• J ' Judge Dredd seems to be in 
the same vein as V, both look 
pretty but are boring to play. Some 
Of the Characters are well drawn, 
but none are solid enough to 
resemble humans. The game has 
no music, the sound effects are 
poor verietions on simple white 
noise. The key-define section is 
badly thought out - defining sepa- 
rate keys for movtng diagonally is 
outda ted. f can t see J udge Dredd 
appealing to 2000 AD readers 
because It isn t half as much fun as 
the comic strip, " 

PAUL 



• - Judge Dredd isn't all that bad 
-though I didn't like ri much at first 
playing. Later on I started to get 
into it, and it became more play- 
able. Unfortunately, by that time, it 
wasn't long before it became bor- 
ing. The graphics aren't up to 
much> but th>ey serve their pur- 
pose. Dealing with the different 
crimes in different ways is initially 
quite enjoyable, but the game's 
staying power is iimited. Sorry Mel- 
bourne house, but I reckon that I 
would find ?0 copies of 2000 AD 
much better value for money. " 



COMMENTS 



Control keys: T-P choose bullet 
type; J-L choose response level; 
ENTER select report; movement 
keys definable 

Joystick: Kempston, Cursor, 
Interface 2 

Use of colour: garish, with attri- 
bute problems 

Graphics: reasonable backdrops, 

but awesome Dredd is reduced to 

an ill-defined cypher 

Sound: no music, poor spot FX 

Skill le vela: one 

Screens: over 50 

General rating: A valuable licence 

shot to pieces in Mega City 1 - an 

awful pity. 



Presentation 
Graphite 
Payability 
Addictive qualities 
Va 



69% 
50% 
38% 
36% 
38% 






ProducenKonami 

Retail Price: £7.95 

Author: Andrew Glaister and 3 Ruecroft 



There's been a jail break. The 
warden is tied to a stake in 
his own prison yard, and the 
inmates have taken over the town 
and are holding the citizens hos- 
tage. It almost makes you wish 
that you'd never pined the police 
force. Orders come down from 
above - free the warden at any 
cost. Thfcs gives you carte blanche 
to shoot just about everything - 
the kind of mission you really 
enjoy. 

The prisoners are armed with 
guns and are lobbing tear gas gre- 
nades at anything official looking- 
like yourself. 

Combatting the revolting pris- 
oners isn't going to be easy, all you 
have, is a fast-repeating pistol - 
hardly a match for the horde of jail 
breakers. But releasing hostages 
(simply done by moving over 
them), adds new weapons, either 
a bazooka or a tear gas grenade 
launcher. They're shown on 
screen and can be swapped over 
by pressing SPACE. Additional 
weapons are lost each t ime a hos- 
tage is accidently shot, so it's back 
to the pistol again. 

The screen scrolls from right to 
left, the policeman moving and 
firing in four directions. Most of the 
convicts come from the right hand 
skte of the screen, although occa- 
sionally one may try and sneak up 
from behind. 

The hostages are to be found 
strolling around town, blissfully 
unaware of the mayhem and car- 
nage around them. But some sit In 
the road or in windows of houses, 
pathetically waving their hands, 
waiting to be rescued. 

Stage one is the town where the 
villains are on foot. Stage two 
moves to the cfty park where the 
escapees have hijacked trash 
vans and are intent on driving the 
heroic pdiceman Into the dust. 
The final section takes place in the 
prison itself, where the warden 
awaits rescue - prisoners are par- 
ticularly thick on the ground here. 

The pistol is favourite for dispos- 
ing of running convicts, and the 
bazooka comes into its own when 
clearing obstacles and prisoners 
who hide under manhole covers. 
Finally the tear gas launcher is 
handy for Mushing out well dug-in 
convicts. 

If additional weapons are lost 
through indiscriminate shooting, it 
may be necessary to wait for a 
hostage to come along for rescue 
belore continuing the carnage. 



CRITICISM 



f 



9 " At last, the long-awaited 
fl rst release under konami 1 s own 
label has arrived^We eagerly 
leaded it up, and then . • 



Over the last 
hwf I'iie squeezed-out every 
last ounce of play ability that is 
to be had from Jail Break. How 
I'd be extremely happy if I never 
had to see It again. The game Is 
fairly well presented, and the 
sound is quite bearable {al- 
though effects are used mini- 
mally). But the game * . . Pm 
sorry konami but I won't be 
awaiting your next release with 
q u ite as much enthusiasm* " 



• JaN Break is an extremely hard 
game, It takes quite a while to get 
used to the collision system - the 
bullets seem to be able to go 
through your legs, but if they hit 
your hat you've had it. The scrol- 
ling is atrocious. 777© background 
moves jerkily and slowly, although 
the graphics are nice and detailed. 
The characters don't move about 
very smoothly and often get tost 
behind each other when two 
appear at once, Jail Break is quite 
good fun to play, and fairly addic- 
tive. However, it doesn't exc&t in 
any areas, and is not one of the 
best aames with which to launch a 
new label. " 



• ,J Wow, what a totally trashable 
box. Wow, what incredibly poor 
graphics. Wow, what a generally 
rubbish game this Is. At least 



konami have got the courage to 
actually take the blame for it ; prob- 
ably because no-one else would! 
The scenario ps hardly original, and 
the game itself lacks any amount 
of payability, addictivity, and most 
Of the Other things that wouid usu- 
ally convince someone that a 
game is worth buying, Boring, not 
very playable, and poor value for 
money, konami have already 
started to lose their reputation. " 




A poUceman 's to t is not a happy on» r out at teas t the convict* 
ftfld life decency to erect a headstone 




Save us from th r? ihitt .md chain . - ■ &ur heroic cop must 
dispose of two convict* b*tor* rescuing Mt# houMVwrfe 



COMMENTS 



Control keys: Q left, W right r I up, 
J down, O fire, SPACE select 
weapons 

Joystick: Kernpston, Cursor, 
Interface 2 

Use of colour: minimal 
Graphics: dubious sprite collision 
and poor scrolling routines spoil 
otherwise peasant graphics 
Sound: sparse spot effects 
Skill levels: one 
Screens: scrolling play area 
General rating: An alarming dis- 
appointment, coming as it does 
from the arcade masters. 



Presentation 60% 

Graphics 54% 

Payability 41% 

Addictive qualities 48% 

Value for rwHwy 51 % 
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ProducenElectnc Dreams 

Retail Price: £7,99 
Author: David Pridmore 

So. this isn't based on the 
famous play by Will 
Shakespeare, but it is jus! 
as frenetic as that drama. For the 
sake of a scenario, Hyperspatial 
Wireways are a series of wire tu bes 
span ning the universe which guide 
travellers safely to their destina- 
tions. A problem has arisen 
though, in the form of weird aliens 
infesting the Wireways and mak- 
ing them unsafe for journeying. 
Down to you tapper. 

Your task is to dear the Wire- 
ways as best you can. Each screen 
is of a different-shaped wireway. 
The zapper you control is at one 
end p and hordes of aliens gradually 
make their way up from the other 
end towards you, Wireways con- 
sist of several lanes across which 
the zapper moves blasting away 
along them, 

The aliens are multifarious. Flip- 
pers are lines which flip from lane 
to Sane as they make their way 
slowly up the Wireway. Shoot 
when they briefly pause before 
flipping again. Flippers can 
destroy the zapper rf may flip on to 
it. 

Fusebails are cross-shaped and 
stick to one lane. Should they 
reach ihe end of the Wireway, they 
block the zapper from moving 
across that lane. 

Square-shaped tankers slowly 
rotate as they make their way up 
the lanes. When hit. they either 
split into two flippers, or a spiral- 
ling fuseball. If the tankers get to 
the end of a Wireway, they split as 
if they had been hit or sometimes 
just go phut and disappear The 
resulting fusebaJIs hurtle around 
the Wireways, gradually moving 
towards the zapper. 

Early game levels only have flip- 
pers and fuseballE, tankers turn up 
later. But after level 12, spikes and 
pulsars arrive. Spikes look like 
single lines and grow straight up 
the lanes, slowly extending them- 
selves. Left alone, they eventually 
wither and return down the grid. 
These are only lethal rf the zapper 
passes over them when futly 
extended When shot, they remain 
at their present length until the 
screen is finished, and then extend 
to their full length. They cannot be 
shot at this stage. 

Pulsars look like flippers, but 
don't flip, they just travel straight 
up a lane. If the pulsar reaches the 
end of the lane, it short-circuits the 
grid and destroys that lane. 

Ordinary zapping is hard work, 
b ut once per level the super-zap - 
per may be used. It simply clears 
the entire Wireway of everything. If 
it's used before all the aliens have 
come onto the Wireway, the 
remaining aliens travel faster, 

Points are scored for all aliens 
killed {super zapping doesn't 
count), and there's a bonus for 
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finishing each level. You get three 
zappers to start with, another 
every 10.000 points, and you can 
choose to start on any screen. 



CRITICISM 



*" Yeah Tempest is finally hare. 
The only problem is that it is cm 
the Spectrum, therefore all the 
computer's limitations come 
into play. The action is spoiled, 
surprisingly enough not by the 
speed, but by the graphics, 
which simply aren't clear 
enough for you to be able to play 
the game properly, The sound is 



CD HE V7B77 



fairly good, there are no tunes 
but the zappy effects during play 
more than make up for it. I didn't 
really expect this to be much 
good, arg^e conversions sel- 
dom are, so I'm not too disap- 
pointed with it. But the dire front 
and and attract mode don't app- 



9 " t remember how good Tem- 
pest, the arcade game was. Unfor- 
tunately the addictiveness and 
playability seem to have been lost 
tn the mists of time. The graphical 
transformation seems accurate 
and the depth of play area has not 
been lost However, there's a limit 
to the complexity that can be por- 
trayed on the Spectrum screen; i 
began f o feet t wasn t realty looking 

1 



forward to the next level, or even 
the next game, as the basic for- 
mats of each had tittle variation. 
Tempest contains nothing to keep 
the player interested. 3 



• " Tempest has a great deal of 
fun going for it. There's no denying 
the tact that it's nothing but totally 
mindless blasting. Then again, if 

EDu're prepared to wear your fire 
utton into non-existence, then 
this is the garr>e to get. Absolutely 
no strategy, forward planning, or 
intelligence is required; rf like me, 
you enjoy an incredibly destructive 
bout of meanie bashing, then 
Tempest is worth looking at Price 
wise, though, think carefully 
before buying; it is a bit steep. 



C&m&ron bravely blasts away irt demo mode 




The mtart of level & 1 fsurefy some mistake}!} or has demo wwtfr 
struck rttfairt 




COMMENTS 



Control keys: Q anti-clockwise, 
E clockwise, ENTER fire, Z zapper 
Joystick; Kern pston, Interface 2 
Use of colour monochrome play 
area 

Graphics: understandably slow 
and rather cluttered 
Sound: good explosion effects 
Skill levels: 99 
Screens: 96 

General rating: A good try at a 
game n ot realty su ited to the Spec - 
trum. 



Presentation 57% 

Graphics 61% 

PlayabWty 65% 

Addictive Qualities 59% 

Va Itie for money 55 % 

Overall 63% 




lldoo ts a new label just 
up by mastehtronm: 

! mm its parent company. 
I specialise in budget games- 
i foteases are to be priced at 
f.99. Feud, is the launch game 
layer Is taken into the 
work) of magic, engaging another 



Two wizard brothers i LeEnc 
l Lsanoric , start an argument - 
qmvTtf escalates, and the 
kinsmen begin a feud In which they 
fight with spells* The player takes 
control of Leslie and the computer 
assumes the role of his brother. 
Both brothers am well versed In 

out to demonstrate their skills on 

Laarlc and Leanonc concoct 
their apefo by travelling round the 
landscape, collecting 
ram herbs end mots trxm the 
oountryskle. Herbs are collected 
by walking over them, and when 
the appropriate ingredients have 
L-e&n aatr^ered. the wizard needs 



When the ingredients am mixed, 
the charm is added 10 the wizard's 

Each ot the dozen spell potions 
require two herbal Ingredients, and 
the recipes are contained in a 
leather-bound book. Pages from 



i his magical manual are displayed 
In a window at the bottom of the 
main screen: pressing FIRE and 
the direction keys turns the pages 
of the tome, A spell cannot be oast 
urrtif the specified herbs have been 

that rests outside Learic's hut and 
brewed into a spedl. 



CRITICISM 



The effects of spells range from 
making Learic In visible, to creating 
zombies, shooting ligirrnhng botts 



11 If al l of the bulldog games 
are going to be up to this 
standard, then The Bast Of 
British label can look for- 
ward to a prosperous 
future. Just as I was getting 
boned with all the budget 
arcade adventures timet 
have been coming out 
lately; Feud comes Into the 
office and changes my 
mind completely, the 
graphic* are, without 
doubt, this program's most 
astounding feature. They 
are extremely colourful, 
large, and very detailed. All 
this without a hint of colour 
clash. MftSTSFrrftOHic have 
launched their label in the 
best possible way - fabul- 
ous? ,p 

nil 




and teieportJng arc 
tryside. Some li 
blast, whereas oil 



J the coun- 
r onlv one 
the teteport 
ire for some 
r of a spell 



rem vmnwsmi. inecwureoT 

the speWs ingredients on the r*c- 
ipe paga tmurn to black, Most 
spells don't require special exper- 
tise to cast, but some of the more 
Important and dangerous ones 
I such as the Fireball spelt) need to 
be practised before they work per- 
fectly. 

Your opponent Leanorfcc is not 
idte while you quest for tngradtents 
- he stomps around die leafy 
grades collecting herbs and roots 
and concocts his own spells, 
compass below the playing area 
shows L&anoric's position, ff for 



cnmciSM 



" Feud is reaily good! The 
graphics are quite pleas- 
ing; things Kike the river and 
the gardens could have 
been made mom realistic, 
but the effect is still there. 
The gameplay Is packed, 
and the fun doesn't end 
once you've found the 
•peilel The fact that your 
brother constantly follows 
you around keeps every* 
thing moving at a frantic 
pace; when you think 
you've gol him on the run, 
he heals himself - Aargh! 
For £199, Feud Is excellent 
value for money, Can wa 
expect more like this from 
the sljlj-Doo label? I hope 
so . . . " 



Producer: Bulldog Software 

Retail Price: E1-9A 
Author: Binary Design 



instance* he ft advancing on you 
from the south, the south point of 
the compass lights up. Leanoric 
freezes lor a split second when ha 
joirte your wizard on a screen - an 
ideaJ moment to zap him with a 
spell. 




11 What a way to kick off a 
new label! Feud is com- 
ptotely brilliant. I love origi- 
nal garnet, so it is a reel ple- 
asure to see a cheapte 
that's as "new 1 in concept 
as this - and as playable. I 
haven't been able to force 
myself to play anything else 
today. The graphics are 
vary good. The screens flip 
annoyingly r but the detail of 
the backgrounds and the 
superb animation of the 
characters make up for 
this. There is no music on 
the btfe screen, but the 
effects are fairly good. Your 
life won't be complete with- 
out Feud, especially at the 
price. " 



Statues m the status area repre- 
sent the two magicians* and when 
a wizard casts a spell successfully 
the vict-m's statue dlktas a little 
deeper into the ground The magi- 
dan whose statue disappears first 
has tost the feud, owing to a termi- 
nal Lack of energy, 



COMMENTS , 



Control keys: Q up, A down, 
O tett, P right, SPACE fire 
Joystick: Kempston, Cursor, 
Interface 2 

Use of colour: very pretty 
wrth little clash 
Graphics: large, well-ani- 
mated figures'! and attractive 
settings 

Sound: no title tune, but 
good spot effects 
Skill levels: one 
Screens: 120 

General rating: An excellent 
start to a new label, which 
prgves I hat budget arcade 
adventures are af i ve and wei I ! 

Presentation 79% 

Graphics 90% 

Payability 91 % 

Addictive qualities 90% 

Value for money 96% 

Overall 91% 
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I TENTH Fl 



Producer: US Gold 

Retail Price: £8,99 
Author: The US Gold Team 

There's no sign, as yet, of the 
Spectrum version of the 
classic Leader Board from 
the American software house 
access (the people behind games 
such as Raid Over Moscow and 
Beach Head}* However the latest 
access offering to be converted for 
the Spectrum has a si milar style to 
the aforementioned golfing simu- 
lation, Tenth Frame is a ten-pin 
bowling game that includes all the 
features found in the alleys. 

Before play can begin an 
options screen is presented, firstly 
ottering the choice between 
league or open bowling, If the 
former Is chosen you then have to 
input the name of the playing 
teams, number of players on each 
team (up to four] and the number 
of games to play (from one to 
three). The latter option delivers a 
screen asking the user to Input the 
number of players (from one to 
eight) their names, the ability level 
(either kids, amateur or profes- 
sional) and the number of games 
to play. When this Information has 
been input the bowling can begin. 

The screen displays a natural 3D 
view of the bowling alley from a 
position above and behind the 
bowter. The bowter appears at the 
end of the alley and Is moved left 
and right by use of keys, Pushing 
the ' forward" key activates a 
marker which appears halfway 




ttii tint 
ft«i* ***** 



down the alley. Left and right 
moves it In those directions and 
using the marker you can aim 
where the bell is going to go (tt 
crosses the marker as it travels 
down the alley). When everything 
is primed the bowler can be made 
to bowl the ball by pressing the fire 
button. 



Ace kid super- bo wicr Cameron pulverises the pins 



A 'speed and hook 1 gauge at the 
bottom of the screen is used to 
control the strength and curve of 
each players bowl. As the 'fire 1 
button is depressed the speed 
indicator increases towards the 
speed zone. When rt reaches this 
the 'fire' button has to be released 
(otherwise an error will be incur- 
red) and upon release the hook 
gauge comes into action, the indi- 
cator sliding downwards towards 
the hook zone. When it reaches 
this the f re button should be pres- 
sed, again the timing Is critical - 
too much hook either side of the 
hook zone could mean the ball 
missing the pins altogether. 

Each player has two attempts at 
each set of ten pins, a score is 
given and the neat player bowls. 
The game continues in this fash- 
ion, the score sheet being shown 
after every player has had their 
turn. The score is kept automa- - 
caHy, and incorporates all the dif- 
ferent types of score, including 
spares, strikes and extras. 



CRITICISM 



I am disappointed with Tenth 
Frame, It should have been so 
good. It loses out In gamepiay 
because it simply isn't real 
enough - the pina behave in a 
totally unauthentic manner, so 
you haw to learn the 'physics' 
of the game before you can 
begin to succeed. Having said 
that, if you discover the correct 
method, Ht I 



without too 
much practice. If you're a bowl- 
ing freak this may appeal to you 
- If not 1 wouldn't waste your 





• H Tenth Frame hasn t quite sur- 
vived the transfer from the Corn- 
modcxe to the mighty Spectrum. 
Lost in the process is the sound 
and the atmosphere and a tot of 
theptayabiilty. The graphics are as 
good as can be expected - tut a 
bit too 'wim-framey' to took very 
realistic. The game has all the 
basic features of bowling - unfor- 
tunately none of them are very wetf 
implemented or expanded upon. 
I'm sorry to say that Tenth Frame 
didn't realty bowl me over (we're 
sorry that you said it as welt Paut - 
Ed), " 
PAUL 

• 11 Ten pin bowling isnt a game I 
would recommend for conversion 
to computer, especially not to the 
Spectrum. In fairness though, us 
onus have made a determined 
effort. Unfortunately, their efforts 
may well prove to have been In 
vain - the result isn't very good. 
The graphics are fairly average, 
with some nioe animation on the 
bowler, but the game's biggest 
downfall is the annoying pause 
after every go. Overall, I think that 
Tenth Frame shoutd be given care- 
ful consideration before purchase 
even by a dedicated fan of the 
sport. pf 



COMMENTS 



Control keys: Q up, A down, 0 

left, P right, CAPS fire 

Use of colour unremarkable 

Graphics: basic but functional 

Sound: the occasional spot effect 

Skill levels: three 

Sc ree ns: one main playing screen 

end a score screen 

General rating; A valiant attempt 

to convert a game that probably 

isn't suited to the Spectrum 



Presentation 65% 

Graphics 61% 

Payability 59% 

Addictive qualities 56% 




tmu m i<h An ii iWn 
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Alligata Software Ltd., 1 Orange Street, Sheffield SI 4DW. Tel: (0742) 755796 



SCALEXTRIC 



Producer: Leisure Genius 

Retail Price: £9.95 
Author: Andy Green 



For many people, the mere 
mention of the word Scalex- 
tric" conjures up visions of 
many happy hours spent piecing 
together piastre track sections, 
Mow with this computer version of 
the old sitting-room floor racing 
game those moments can be re- 
lived, There is a choice of 17 
ready- made tracks included, or a 
completely new track may be 
designed and built using a senes 
□f short sections. 

When building a circuit, there 
are 1 5 different track eiements to 
choose from. To begin with, there 
are four 'straight' components, 
each of a different length. Next 
come the 'chicanes/ where the 
track narrows to a single car widt h . 
These come in several forms: 
curved chicanes, straight 
chicanes and chicane entrance 
and exits. There are also skid 
chicanes where the track quickly 
narrows then broadens again. 

There are three different comer 
radii, 'inner 1 curves are tightest, 
followed by •standard ' and outer'. 
There rs also a banked curve which 
has the standard radius. 

Having positioned the first sec™ 
tion r you place your cursor on the 
nesct piece of track required - pres- 
sing H fire' then lays this in place, 
and so on until a circuit is com- 
pleted. If you are unhappy with the 
result, you can choose to replace 
sections of the track, or altema- 



lively scrap the whole design. To 
finish a circuit design , the two ends 
of the track must he quite close. 
Then the finish' icon is selected T 
and the computer informs you 
whether or not the two ends of the 
track can be joined. If not, another 
combination may be tried - 

There's more to Scaiextric than 
building tracks, however - after 
the circuit has been chosen the 
real racing can get underway. Two 
people can compete, or you can 
take on the computer which drives 
the car that appears on the lower 
window - the screen is split hori- 
zontally, with each portion show- 
ing the rear view of one of the com- 
peting cars {when the two cars <ire 
close to one another they appear 
on both screens}. The screen also 
shows the twists and turns In the 
track ahead . The car 1 s controls are 
accelerate, brake, steer left and 
right - gear-changes are dis- 
pensed with. 

If the car exceeds a safe speed 
in a comer it starts to skid out- 
wards. The maximum safe speed 
depends on the tightness of the 
curve, but exceeding the car's 
handling limits causes a collision 
with the verge. Hitting the grass 
causes the car to slow right down 
to 50 mph before It can be steered 
back onto the track . If two cars col- 
lider the one at the back explodes 
- however, barging from the side 
is harmless to both vehicles. 

A small map at the bottom of the 
screen shows the track layout and 
the position of each car, and the 
lap time achieved by the two driv- 
ers is given alter every circuit of 
the track. 




CAMERON 1 



J 



SHANE 



IS .HIS OK? 



ESTOBIL 




"PtfriuvaJ looks nice Shane!" 11 OH my Cameron let's race there 
this time " 



Waiting tor the green fight, Cameron and Shane* share thepaic 
position on me starting grid 



CRITICISM 



• " I was expecting great things 
from this - after all, what could 
be better than a Scale* trie set 
without a dodgy transformer? 
Unfortunately Scaiextric has 
turned out to be a below-aver- 
age racing game, with an unin- 
teresting Itttle bit at the begin- 
ning. The graphics are Initially 
good, but they get boring when 
you've Men all the tracks. The 
sound Is nothing more than you 
would expect from a game of 
this quality - that is, a bog-stan- 
dard engine noise. Fm very dis- 
appointed: surety leisure genius 
could have coma up with some- 
thing a little more inspired. 11 



• " / saw an advert for this years 
ago T and I r m not sure that it's been 




worth the watt. Scalejttric isn't one 
of the best racing simulations 
around, tut it does contain some 
very nice features that set it apart 
from other games of its type. The 
icon system is very easy to use, 
although getting a good track 
together can take some time. The 
cars are very well drawn with some 
good perspective graphics, but 
they're not responsive enough for 
a competitive game, if you really 
want to buy Scaiextric, don't be 
fooied by the pretty graphics - 
insist on playing it first. " 

PAIR. 



• " Sealextric is alright, as far as 
racing games go - but it's all been 
done before. The track editor is 
very slick and useful, but I just 
can't see that there's that much of 
a market left for a race game. The 
graphics are line, wftfh few prob- 
lems apart from the usual colour 
clashes. If you're not yet the owner 
of one of the many thousands of 
race games, then Scaiextric is 
worth considering. Neatly done, 
and professionally packaged, It 
has everything cjoing for it - apart 
from an original idea. " 



COMMENTS 



Control keys: definable: left, right, 
accelerate and brake 
Joystick: Kempston, Cursor, 
Interface 2 

Use of colour workmanlike 
Graphics: good detail on cars 
Sound: monotonous engine effect 
Skill levels: one 
Screens: two 

General rating: A great idea, but 
lacking in gameplay 



Presentation 


61% 


Graphics 


70% 


Payability 


52% 


Addictive qualities 


52% 


Value for money 


52% 


Overall 


57% 
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LITTLE COMPUTER 
PEOPLE 



Producer: Activiston 

Retail Price: £9.99 
Author: Richard Gold 

All this talk about the new 
Plus 2 and 129 machines 
having compatibility prob- 
lems ;is apparently a cover-up. 
What has really happened is that 
the computers have been invaded. 
Little Computer Peopie (LCPs) 
have found their way into the 
machines and are tap dancing all 
cvef the data bases and realty 
messing things up. 

The only way to restore order 
amongst all this chaos is to tempt 
the little de- bugger out of the 
works and on to the computer 
screen. The way to do this is to 
provide him (they're all male, for 
some strange reason) with an envi- 
ronment he feels at home in. 
Activisiqn have trted to do just 
that. 

Each LCP has a different per- 
sonality, but something they all 
have in common is their desire for 
friendship. Being locked away in 
all those nasty chips is no fun at all. 
and LCPs like nothing more than 
having their hair ruffled, or playing 
a game of cards with their human 
companion. To keep the little chap 
fit and healthy, he needs regular 
supplies of food and water and 
some dogfood for his canine 
chum. 

The House That acfmsjon Built 
arrives on cassette, and loading it 
In equips your computer with all 
that is needed to cater for even the 
fussiest LCP. The top floor con- 



tains a television. stereo H typewri- 
ter and piano (most LCPs are bril- 
liant pianists). The middle floor 
contains the bedroom, bathroom 
aod computer room, and the 
ground floor contains his kitchen 
and sitting room. 

The LCP leads a very active life, 
and occupies every minute of the 
day by pursuing one of his hob- 
bies. Every morning he goes 
through his work-out routine to 
keep in shape; he watches televis- 
ion, plays with his computer, 
phones friends and even dances 
to his favourite records. 

An LCP communicates with his 
human friend [or 'owner') in a 
number of ways. He bangs on the 
inside of the computer screen 
when he feels that you're not flay- 
ing him enough attention, and if 
he's feeling particularly verbose, 
he may even type you a letter! In 
this way, keeper and LCP start to 
build up a rapport and become 
good friends. Paying lots of atten- 
tion to the LC P is the best way gai n 
his confidence. LCPs love pre- 
sents, and by using the relevant 
keys gifts of all sorts can be left at 
the door for collection. 

It, on the other hand, the LCP is 
ignored, he becomes very depre- 
ssed, in serious cases of neglect, 
if he goes without food or water, 
he turns a nasty shade of green 
and goes to bed. Ignore him for 
too long, an your higrr-tech ' pet is 
likely to fade away forever. 

A Little Computer Person needs 
a lot of attention, but at least he 
doesn't leave stains on the carpet 
or scratch the furniture . . . 




Sitting c&mf&rtd&ly in the armchair l LCP phones m friend ■ 
you'll never understand his language ! 



1 



C pn e ro n 1 s L tttff Com p u ter Pe rs o n g ro oves to tft obcatonth c 
tap floor of his house 



CRITICISM 



• "Asa concept for a computer 
entertainment package this is a 
good idea. A pat living in your 
computer, who has his own per- 
sonality. This pet can be tem- 
peramental (even angry) at 
times, and happy and rewarding 
at others - brilliant! Unfortu- 
nately A.CTTU1SIOH seem to have 
forgotten the limitations of the 
Spectrum p so a great idea has 
lost a lot of its impact due to bad 
screen presentation and sioppy 
graphics* I'd only recommend 
this W you are desperate to see 
your computer doing something 
different. " 



• " Yes folks, you can now ttve 
your life all over again for the mini- 
mal sum of fen pounds. Oh, and 
you're restricted to your own 
house - but we'll give you a dog 
and a new identity . . , Sorry, f*m 
afraid that LCPs aren t realty as 




exciting as that You have to watch 
another person live their own lite - 
what could be more boring! LCP 
may appear cute to $Wi with, but 
the novetty scon wears off. f 
couidn r t really find anything addic- 
tive about this game, and I very 
much doubt that it wifi have the 
cutt following on the Spectrum that 
it's got on other machines. Very 
much a minority interest M 

run 

• " LCPs were all the rage when 
they first materialised on the Com- 
modore. Looking at it now how- 
ever. I can't help feeling that it is 
destined to become boring. The 
things you can order (ask?) your 
LCP to do s are limited, and though 
it may provide a terrific amount of 
excitement for the first few 
attempts, the appeal is only there 
for a while. The graphics are 
reasonable and colour is used very 
well on the background furniture. 
Worth fcooking at, but I think addic- 
tivity is severely limited, M 



COMMENTS 



Control keys: (in conjunction with 
EXTENDED MODE key) p F deliver 
food. W more water. A alarm, 0 
deliver dog food, C ring phone. P 
scratch back, R deliver record, B 
deliver book 
Joystick: N/ A 

Use of colour: colourful, rf a bit 

messy * . . 

Graphics: a very desirable resi- 
dence 

Sound: effects, depending on 
what your LCP is dbing 
Skill levels: one 
Screens: one 

General rating: An interesting 
concept, but not one likely 10 
prove terribly addictive on the 
Spectrum 



Presentation 


83% 


Graphics 


72% 


Ptayabllity 


87% 


Addictive qualities 


40% 


Value for money 


53% 


Overall 


57% 
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THE DEFINITIVE AWARDS FOR Tl 

At long last! After much moiling am 
your forms and inputting the data int 
poor Comps Minion has worn his ft 
of working out the Top Five in e€ 

present . . . TH 



BEST GAME OVERALL 



STARGLIDER 

RAIN BIRD 

Andrew Onione (realtime software): M Ah t 
brilllt TWs is the first time we've received any 
son of accolade in two and a hall years, It's 
very nice to win but I think we can still do a lot 
better. We've scheduled a year lor our next 
product and it should be worth looking forward 
to!" 

GREAT ESCAPE 

OCEAN 

URIDtUM 

QUAZATROK 

HEW SON 

GHOSTS 'IT GOBLINS 

ELITE 

Even though it costs nearly twice as much as 
most 'full price* Spectrum games, Starglider 
clinched this prestigious award r netting 1 2 .5 % 
of the votes. Close behind with 9% of the votes 
was oehton designs' wartime arcade adven- 
ture for ocean, Great Escape while the two 
graftoguj goodies published by hewsqn, 
Uridiumand Quazatron, claimed6% and 5.8% 
respectively. Elite's can -op conversion, 
Ghosts ¥ n * QpbRns, scraped fifth position wuh 
a creditable 5% of the votes in this category. 



BEST PLATFORM 
GAME 



DYNAMITE DAN 11 

MIRRORSOFT 

BOMBJACK 

COBRA 

OCEAN 
DAN DARE 

mom 

GHOSTS "N 1 GOBLINS 

EUTE 

There was no doubt about this category - 
Dynamite Dan It emerged a dear-cut winner, 
pounding the opposition into the ground with 
an enormous 50% of the votes. Elites 
Bombjack came next with 9.5% followed by 
Cafcra with 7%, There wasn't much between 
Dan Dare and Ghosts l n ' Go btins. either -they 
look Fourth and Fifth place with 5% and 4% 
respectively. 
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BEST SHOOT 'EM UP 



URIDIUM 

HEWSON 

LIGHTFORCE 

FTL 

COMMANDO 

ELITE 



STARGLIDER 

HMMRD 

STARSTRIKE II 

REALTIME 

This was a very hard-fought category, but 
finally hew son's horizontal scroller, Uridium 
came out tops with 26% of the votes. Breath- 
ing down its proverbial neck with 24 % was the 
vertically- scrolling Lightforc& r Trailing a long 
way behind with 10% came elite'* Com- 
mando and two realtime products, Stargltder 
and Starstrike W, with 7 5% and 5 5% 



BEST ARCADE 
ADVENTURE 



AWARDS 



THE GREAT ESCAPE 

OCEAN 

Ally Nobte (DENTON DESIGNS): 1 1 O-O-O-O-G-O-O- 

oh!!!! Ace! Marvel lousf! FaWM What more can I 
say?" 

HEAVY OH THE MAGICK 

GARGOYLE GAMES 

KNIGHT TYME 



BATMAN 

OCEAN 
FlftELORD 

HEWSON 

Denton ctfsaGNS' 777e Gre?a t Escapeemerqed a 
dear wtnner claiming 1 1 % of the votes. How- 
ever, second, third and fourth places were very 
fcrcaty contested with Heavy on the Magick 
finally amassing 7%. Knight Tyme following 
just behirwJ with 6.9% and Batman coming in 
with 6%-HewsOh's Firelord brought up the rear 
with a respectable 4%. 



BEST ADVENTURE 



HEAVY ON THE MAGICK 

GARGOYLE GAMES 

Hoy Carton "It shows what excellent tastes 
CRASH readers have got! Seriously though, 
we're all really pleased. Those who voted will 
be pfeased to hear l hat we're doing a f ol I ow- l ip 

sometime In the future." 

THE BOGGIT 

DELTA 4/C&L 

THE PRICE OF MAGIC 

LEVEL 9 

LORD OF THE RINGS 

MELBOURNE HOUSE 

TWICE SHY 

MOSAIC /LEVEL 9 

Gargoyle games innovative Heavy on the 
Magick stomped away with this award, col- 
lecting 18% of the votes, while kltaVs 
humorous Boggit netted 14%. A little surpris- 
ingly, level » only managed third with the 9% 
daimed by The Price of Magic while mel> 
BOUftNE house's Lord of the^Rtngs slipped into 
the Number Four slot with 7%, Twice Shy 
reaped 4% of the accounted votes and was 
awarded Fifth Place accordingly. 





REBELSTAR 

FIREBIRD 

NAPOLEON AT WAR 

CCS 

THEATRE EUROPE 
THEIR FINEST HOUR 

HUTCMINSON/CEKTUftY 

DESERT RATS 

CCS 

Romping away with I his award was FIRE- 
BIRD'S budget re-release, Rebelstar, 
amassing 15% of the votes. The folio wing pos- 
itions were hotly contested with ccs H historic 
wargame. Napoleon at War t collecting 7%. 
Theatre Europe with 6,8%, Their Finest Hour, 
6%, and Desert Ratsvffly 5%. Strange But 
True Dept: The Great Escape came Sixth . * * 
an odd choice for a strategy game . . . 



BEST SIMULATION 



BEST GRAPHICS 




TT RACER 

DIGITAL INTEGRATION 

Dove Marshall {Dforrm, integraton) "Marvell- 
ous! I'm very pleased that we're keeping up 
with people's expectations. We're already 
working on the next simulation which should 
improve upon the quality of our recent prod- 
ucts/' 

TOMAHAWK 

DIGITAL INTEGRATION 
SPITFIRE 40 

MIRRQrtSOFT 

ACE 

CASCADE 

STRIKE FORCE HARRIER 

MIRRQRSQFT 

Digital ihteg*ation dominated this category - 
their motorcycle racing simulation, TT Racer, 
proved to be the most popular, taking 25% of 
the votes. Very close behind with 24% came 
Tomahawk, the helicopter simulation. Three 
night simulators followed next - Spitfire 4Q 4 
ACE and Strike Force Harrier, netting 9.5%, 
7% and 4% respectively. 



LIGHTFORCE 

FTL 

Roy Carter: "Greg Foil is will be thrilled. It's 
very pleasing to know that someone out there 
appreciates your hard work." 

STARSTR1KE II 
REALTIME 

I an Onions {realtime software): " It's nioe that 
peupte noticed. It's shame the gameplay 
wasn't as good as the graphics, though . , . 11 

TRAPDOOR 

PIRANHA 

GREAT ESCAPE 

OCEAN 
BATMAN 

OCEAN 

Ughtforce's beautiful vertically scrolling 
graphics proved to be the most popular in this 
category with 1 1 % of the votes. Collecting 9% 
were the stunning Starstrike It 3D graphics, 
and not far behind was cuddly Berk s Trapdoor 
with 7%. The Great Escape came fourth with 
6-5% while Batman amassed 5%. 



BEST MUSIC 



PING PONG 

IMAGINE 

COBRA 

OCEAN 

DYNAMITE DAN II 

MlRRORSOR 

GLIDER RIDER 

Q4JICKS4LVA 



IMAGINE 

An i! iter est »nq result, given the attention g*ven 
to music charts in the FORUM recently. Runa- 
way winner in this category with 21 % of the 
votes was the very impressi ve title screen t une 
to imagine 1 Ping Pong. Second came the noisy , 
yet tuneful Cobra, with 9% white Gilder Rider 
and Dynamite Dan II tied for third place with 
7.5% apiece. Dancing neatly into fifth position | 
came Mikie, collecting 4.5% in the process. P 
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READERS 'AWARDS 



BEST SOUND FX 




DYNAMITE DAN If 

MIRRORSOFT 

COBRA 

OCEAN 

STARQUDER 

FUJNWIU3 

Graham Baird {realtime software); "it now 
seems worth the two days we spent sitting 
down with a multimeter measuring the Spec- 
trum's power output. That was the most boring 
job I 've ever done - it was mind-riumblngiy 
tedious/' 

FIRELORD 

HEW SON 

QUAZATRON 

HEWSW 

First second and third places were fought for 
fiercely, with Dynamite ban H finally coming out 
tops with 10% of the votes. Cobra's 8.5% 
earned it a second position while the 8% 
claimed by StarglidGr grabbed third- Ftrefard 
was next with 6% and Steve Turner's noisy 
Quarntran came in a respectable fifth with 5%. 



BEST PROGRAMMER 



STEPHEN CROW 

Stephen Crow: "I'm really, really surprised, 
I'm starting a new game with shoot 'em up 
overtones which F hope wtH be more spontane- 
ous and exciting than Firetord. M 

KEITH BURKHILL 
JONATHAN SMITH 
DAVID JONES 
STEVE TURNER 

There was very little competition Involved In 
this category it seemed - Stephen Crow, 
author of Starquake and Fireiord, received 
16% of the votes - exactly twice as many as 
second-placed Keith BurkhHI. Occam's 
Jonathan Smith came a respectable third with 
7%, with David Jones, the man behind the 
Knight Tymeand Spellbound series, coming in 
Fourth with 5%, Steve Turner managed Fifth 
with 4%. 



BEST SOFTWARE 
HOUSE 



ELITE 

Steve Wilcox (Joint Director}: 1 I'm very 
pleased and would tike to extend thanks to all 
contributing programmers and, of course, the 
CRASH readers for voting us In. Next year will 
be an exciting one for Spectrum owners as we 
are planning to release more titles than we d id 
last year. So hopefully we'll be having the same 
conversation In 1988." 

OC4 
Ml 
■U 
Ml 
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HEWSON 
IMAGINE 

GARGOYLE 



There were absolutely no arguments in this 
section whatsoever. Elite, the coin -op kings 
collected a staggering 36% of the votes -three 
times as many as runners-up ocean, who 
claimed a relatively meagre 12%. Just behind 
came hewboh with B% , imagine followed with 
5% . Gargoyle games did well to slip into Fifth 
position with 4,5%. 



BEST 

ADVERTISEMENT 



GREAT ESCAPE 

OCEAN 

COBRA 

OCEAN 
FIRELORD 
HEWSON 
FAIRLIGHT II 

THE EDGE 

CONTACT SAM CRUISE 

MICROSPHERE 

The Great Escape's simple, yet powerful 
image of hands gripping barbed wire proved to 
be immensely popular and reaped 22% of the 
total votes, The sweaty action man, Sylvester 
Stallone, pictured on the Cobra advert came 
next with 6.5% and Firetord followed closely 
behind with 6 % . Fairiight It came in fourth with 
3 5% and Contact Sam Cruise scraped fifth 
place w ith 2.5%, only receiving one more vote 
than Thanatos. 



LEAST PLEASING 
GAME 



WORLD CUP CARNIVAL 

US GOLD 

KNIGHT RIDER 

OCEAN 

REALM OF IMPOSSIBILITY 

ARIOLASOFT 

KUNG-FU MASTER 

US GOLD 

STREETHAWK 

OCEAN 

There were no questions about the winner of 
this less than flattering award. US cold's horri- 
bly tacky World Cup Carnival proved rtsetf to 



be the most popular of the " worst buys' , claim- 
ing 1 8% of all the votes. The terminally dull 
Knight fitter came second with 7% while 
ariolasoft's crude and crummy Realm of 
/mposs/brWysHd into third with 4.5% US gold 
grabbed a further 3% of the voters with their 
fourth placed Kung-Fu Master and the very 
disappointing Street Hawk came fifth with 
2,5%, 



STATE OF THE ART 
AWARD 



STAR GLIDER 

RAIN BIRD 

Graham Baird (realtime software): Tm 

shocked . , , " 

LIGHTFORCE 

FTL 

HEAVY OH THE MAGIC It 

GARGOYLE GAMES 
GREAT ESCAPE 

OCEAN 

URIDIUM 

H£WSON 

This prestigious award was won by Stargiider, 
which received 1 4.5% of the total votes. The 
1 1 % netted by Light force gai ned it a close sec- 
ond, and gargoyle games picked up the 
accolade of the Third position with Heavy on 
the Magick which collected 5 .5 % of the votes- 
Tfte Great Escape came in lourth with 4.5%. 
and just edging into fifth was Uridiurn. 
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So there we have it - ihe CFtASH Readers 
Awards for 1966. Thanks to everyone who look 
the iroubfe to vote, and congratulations to .ill 
(he programmers and software houses who 
received awards - your trophies will be 
despatched shortly. 

Well, that's another year in Ihe bag - and 
another ten tormsout of it 1 The following lucky 
voters each win worth of software and a 
CRASH T-Shm . . . 

David Drury, Rowley Regis, W Mids; 
Leighton Dawes, Newtown, Powys; Olive* 
Leeds, Tonbridge r Kent; Leon ArestL New- 
bury Park. Esse*; Toby Lyons. Ryde, Isle ol 
Wight: Spencer Tillett Rainham, Kent: 
Jonathan Archer, Croyde. N Devon: 
Graham Seeney, Scarborough, N Yorks; 
Chris Smith, Oinas Powy s, S Gl»m; JA Frost, 
Stonehouse, Glos. 



GREYFELL 



I 



Producer: Starlight Software 

Retail Price: £6.99 

Author: Mick Eatock and Simon Welland 



Greyfell is an ancient lard 
ruled over by Mauron The 
Evil, Norman the Wise (a 
cat of no particular ambition) hears 
tales of thi s sad land from the great 
wizard Hitormis* whilst quaffing a 
few too many in his local. Accord- 
ing to tegend, Mauron stole the 
Orb of Ufe and in so doing, sen- 
tenced the land to a future without 
love or peace A drunken ambition 
is hindfed fn Merman's feline 
breast. He staggers out, vowing to 
destroy the evil one and return 
Greyfell to the tranquility it once 
knew. 

What a rash cat, you may think, 
but cunoatty . . . 

Norman is soon embroiled wrth 
many enemies, out to prevent him 
succeeding. Rats, Wolves. 
Crocodiles, Dragons, Minotaurs. 
those old favourites - Kilter 
Tomatoes - and even Cat-Bating 
Plants burst forth from all over the 
place. 

These creatures can be 
despatched with a quick spot of 
fisticuffs, but Norman also has 
three spells he can summon up. 
Physical fighting drains stamina, 
but, worse, the spells are finite and 
care should be exercised to coo- 
serve them for really tight spots 
Stamina, on the other hand, can 
be replenished by eating plants 
(walking over them). Stamina is 
shown as a can of beans - if all the 
beans vanish, Norman Tiddles 
loses one of his nine lives . . . how 
appropriate. 

The adventure element in 
Greyfell is supplied through action 
icons, seen at the screen base. 



S 



I Pressing fire while Norman is sta- 
tionary accesses icon mode. With 
the icons, spells can be selected 
and fired (unless supplies run dry), 
objects can be picked up or drop- 
ped, and the last selected object 
can be used. There are also 
facilities for pausing the game, 
saving current posit ion to tape and 
toggling the sound on or off. 

Some Greyfellians are pleasant, 
and are even helpful when they 
offer clues as to which objects 



might be collected and to whom 
they may most usefully be given. 
Clues appear as speech bubbles 
in cryptic form like M Fe2Cu \ Hav- 
ing pondered on the possible 
meaning, Norman can hare off to 
get the required object. 

Greyfell is traversed on foot 
using the cardinal compass 
points. Pressing against an object 
allows Norman to cat-jump onto ft, 
if it's low enough. He can also 
enter the smaJI huts encountered 
along the way, the scene cutting 
to their interiors. Th-ere may be a 
senes of flip-screen rooms inside, 
seen Men 8 style. Norman's 
objective is to seek out Mauron in 
his lair, and return the orb \o its 
rightful placepn the cup of sorrows. 
Success is measured "arcade 
style' by the number of nasties kil- 
led, and adventure style, by the 
percentage of quests completed. 



Norman can't see the door* for the milking sfooJs 



>• »jj rare : <* 

— " ^\ 1 
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A shad ^ character gives Norman a not* so-cryptic due 




s 



s 
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CRITICISM 



# " Art Impressive debut from 
STARUOHT. The pilot is original. If 
perhaps slightly tacky. The 
graphics are cute - the 3D 
forced perspective screen lay- 
out works well, and the charac- 
ters are endearing. Sound Is 
also well above average with a 
few tunes and a worthy amount 
of effects, Greyfell falls over one 
giant stumbling block: its 
gameplay - rt left me cold. 
Stomping around the playing 
area fighting off the meanies 
just isn't fun. After a few goes I'd 
had enough. Not playable or 
addictive enough for me to rec- 
ommend. " 



• H This is a lowly game to launch 
a new software label with. But 
despfte the flashy loader and 
pretty graphics, the gams breaks 
no new boundaries. The screens 
are superbly drawn, phasing to 
the eye and offer one of the best 
3D views Vve seen. The icoo~dri- 
ven section is a bit too cumber- 
some to use quickly, and things 
are generally too slow tor the aver- 
age arcade player. The strong 
adventure elements make it more 
likely to appeat to adventure 
players than arcade fans. tts a 
decent little game, and well worth 
a look. " 

PAUL 

• " Greyfell \s very well presented. 
It has excellent graphics, and a 
very neat loading sequence. The 
3D effect is superbly executed, but 
unfortunately, the game moves 
slowly. The fact that there are far 
too many meanies makes it much 
more unplayable then it could have 
been. This is a pity, because if the 
game had had as much payability 
as it has poKsh, then I think this 
new label would have been off to a 
flying start. As it stands. I think 
Greyfell is very well produced , but 
lacking in the payability depart- 
ment.^ 



COMMENTS 



Control keys: definable: walk 
north, walk east, walk south, walk 
west, fire 

Joystick: Kempston, Cursor 
Use of colour: limited 
Graphics: 3D monochrome 
graphics 

Sound: a chirpy tune at the begin- 
ning and spot effects throughout 
Skill levels; one 
Screens: 1 20 plus 
General rating: Not very original, 
but this is almost rectified by the 
highly polished presentation. 



! Presentation 


86% 


Graphics 


84% 


Payability 


61% 


Addictive qualities 


59% 


Value for money 


59% 


Overall 


67% 
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With the demands on my time that l_M makes, I have the feeling 
that I am not going to be able to keep up with the weeding once 
Spring has sprung (which it is showing every sign doing any day 
now). 

Still, enough of my preoccupations and on with this month's selec- 
tion of letters. The arcade debate started by Mr Evans provoked a 
flood of angry letters - a raw nerve was obviously touched there. But 
the Letter of the Month and accompanying £20 of software goes to 
a female person this month, for her well- reasoned contribution to 
I he POKE s debate . r + 



Dear Uoyd 

Once upon a time, I bought a game 
called Avaton, I thought it was very 
but didn't gel very far with it. 

I could select the servant 
get a key and try it In the door 
dead. Old fumble fingers 
couldn't da it so the game got 
left on the shatf. Than a friend 



came with a listing he called a 
POKE (understand, this was 
before I discovered CRASH), I was 
instructed on how to use a PQKE T 
so t he old game got dusted off end 
tried eg&in » This time it was brilliant 
- air the time that I needed was 
there to discover what did what 



128 

PONDERINGS 



Dear Lloyd 
I hate to use your precious pages 
as a speaking pedestal but: 

1) Could software houses please 
adopt some universal logos 
involving 128K products with or 
without independent 128K ver- 
sion. Some inlays are printed 48K/ 
12BK. 12aFlugy'126K i 48K and 
some have nothing branded on 
them. Aaarrghh! It's very confus- 
ing as most shops these days take 
out the instruction leaflets for dis- 
play purposes. 

2) Coufd ocean please stop churn- 
ing out big-name money-spin- 
ners' that turn out to be rubbish? 
{Knight Rider, Miami Vice and so 
on.) The only two games of any 
calibre recently from ocean are 
Cobra and Top Gun. Come on 
ocean please just release quality 
software. Fair enough, after such 
massive advertising campaigns 
it '$ hard to hack down on releasing 
a game. Take Street Hawk for 
example, it took ages to come out 
and when it did it was crap But, 
surely folks would rather wait 
longer for a better program. And 
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IN PRAISE OF POKES 



The resuti is i reel I've got my 
money's worth from this game and 
wasnl ripped-otf after all* I'm 
searching ever/ where for Dragon- 
tore- no luck though -any ideas? 

My poinl is aimed at that raised 
In Richard YendaH's letter (Issue 
37) saying "don't print POKE* 1 . 
Please please, ignore the chap. 

I appreciate that as a female my 
views may be different concerning 
computer games. For instance. \ 
feel in no competition to complete 
a game before anyone else, nor do 
I dump a game because so-and- 
so In the 4th Year can scorn mil- 
lions and I can't gel through the 
third screen. Nor do I feel In com- 
petition with the programmer, I 
pfay gsmes solely for entertain- 
ment i don't understand Mr Yen- 
dall's views on programmers at all. 
Sometimes ! read the test chapter 



now think, think deep, think back - 
ocean used to produce the bestest 
software in the whole wide Bwit- 
tish IsJes. 

3, And now to make my letter 
have even less effect. Hats off to 
ocean for bringing out a 12BK 
compilation package. What a 
great ideal We need more of these 
f say . {Cue Dambusters Theme 
Music). These compilation pack- 
ages could be the heart and spirit 
of every 128K Spectrum (or Plus 2) 
owner. In the ever-developing war 
of rivalry between the Spectrum 
and Commodore owners, our two 
Latest machines powered with 
128K compilation tape® wilt help 
us defeat the Commodore owners 
on play ability on graphics, on 
addictiveness and on the sound 
capabilities. Long Itve the 128. 
Paul Robinson, Doyne 
shire 

Giad to hear that someone has lots 
of positive things to say about the 
128 Pius SI What about Top Gun 
and Cobra . , 

LM 



? Is 



die, but so what? II that's how I get 
the most enjoyment from a book r 
and have paid tor it, why not? fa 
the author really going to throw 
his hands in horror and forbid 
to buy any more of his books? 
course not, he's selling books to 
make money. I den t think prog- 
rammers are much different. 
Linda 
pool 



An interesting perspective on the 
non-competttive school of games 
playing, Linda, i think your argu- 
ments surrounding the use of 
POKEs are wall-masoned and 
very sensible, t'm in 
mood r so you might like to i 
Dragontorc as part of your 
software prize for Latter of 
Month. 



IT'S THE GAME THAT COUNTS 



Dear Lloyd 

I am very sorry io disappoint all the 
moanFng minnies, but there is no 
hmii to improvement on the hum- 
ble 48K 1 Those who think so are m 
the same position as people m the 
early 20th century who "proved it 
was impossible to run a 4 -m mule 
mile - in fact there will always be 
improvement in alhlelic records. 
That doesn't mean that a mile 
would be ran in i second in the 
year 2087 because although the 
number ol record -breaNing runs 
wiH continue at I he same rate, the 
margin ol reduction wiN decrease. 

Similarly, it wifl always be possi- 
ble to write better programs, hut 
the rate of progress wilt slow. And 
by perhaps 1968/89 a simpler 
course ol acton mighi be to get a 
more powerful computer. But is it 
worth it? The point should be, that 
ri you have a good game it has 
praclically infmtle possibility - for 
example chess is superficially sim- 
ple but is unimprovable as a game 
that can be played erdlns sly bean 
individual without repetition And 
personally I believe that game 
such as Knight Lore (pick your own 
similar classic, don't quibble on 
that account!) rn practice ts simi- 
larly unimprovable (though unfor- 
tunately possible to complete} r 
you just don 7 need better sound (a 
sitfy and eventually irritating dis- 



traction}* 200 colours, different 
wall detail tn every room and so on. 

How. for example, can you bet- 
ter Cobra as a game, rather than 
as a pretty spectacle for the non- 
player? (Bring on Cobra ft more 
levels pleasel). 

So cheer up one and air The 
game's the thing - you can play 
chess with pieces six feet high thai 
move on their own, tight with real 
weapons and die dtamaucaity. but 
in the long run you 7f have more fun 
with a classic s&t bought for £2. GO 
Long Iwe the Spectrum! 
Bit! McCieltand, 18 Thames 
Close, Cove, Farnborough, 
Hants. 



I tenet to agree wtth your senti- 
ments. Bilt. Although the new gen- 
eration of 16-btt computers ftke 
the Atan ST and Commodore 
Amiga have a great deal of poten- 
tial when it comes to sound and 
graphics, such added facilities are 
afi gloss tf there isn't a good. play~ 
able game underneath afl the 
impressive presentation. There's 
plenty of scope tor new, innovative 
game ideas that take advantage of 
the pool of programming knowl^ 
edge that has been created 
around the Spectrum. All we need 
is the innovative people . . , 

LM 



A PROGRAMMER WRITES . . . 

Deaf Lloyd game 7 And secondly, why out- 
Being the author of Fat Worm , standing reviews Irom the iwo 
Blows a Sparky. ! would first like So \ besl- setting magazines as welt as 

take thss opportunity to disclaim □ moderately large advertising 

any responsibility for the embar- campaign have not influenced the 

raising name, the gross painting popularity of this particular title? 

of the green maggot on rls cover Does it come down to ine lacl that 

and any choice of colour during the people* who buy Ihe products 

(hegameplay - this was supposed do not ultimately play the game (eg 

lo make people laugh. parens 5?) and do nol read review s 

What I really want to say is that or see adverts and will only be 

Itiis toeing my first independently swayed by the cover and the 

CKigmal Spectrum gjime alter sev- name, which would explain the 

era! prevcous low-key ventures success of licensed film products, 
with BBC games, I looked forward Do I actually see before me five 

tp the reactions from the mul- months ot days and njghts over my 

titudmou5 Speclrum publications entire summer with hardly any 

which I was surpnsed to find breaks go completely to waste? 

existed . owi ng lo the tn yjal ity of someone ' s 

Of course CRASH instantly rec- choice of name and a poor arhst's 

ngnised programming genius and conception of a worm? 

gave The game a 95% CRASH j-.jlian Todd. Cambridge 
Smash. Later in That monlh, Oct- 
ober, I discovered a mention m 

POPULAR COMPUTING I'm sure here's more to it than a 

WEEKLY where m John Cook's 'strange' chofce of name and a 

private column, Software Hollmes. giant green maggot on the cover. 

the program was stemmed along Perhaps your gams felt into the 

with The programmer - he called trap that catches many innovative 

them a Dodo and Basket Weaver games - peopfe seem happier to 

respectively. YOUR SINCLAIR suck with a straightforward game 

cheered things up shortly after- concept especially if a' Btg Name' 

wards wtlh a megagame rating. is associated w\th it. 
Following That was three out of live As for {he vacation \n opinion 

stars It om S IWCLAlR U SER a nd an amongst computer magazines - it 

average ol 6.5 qui of 10 Irom happens afl the ttme. Reviewers 

C&VG, ZX MONTHLY completed can only pass subjective comment 

my collection yesterday, with a an games, and opinions are very 

GRIM rating. personal. Readers don't at ways 

Now. could anyone in the agree with reviewers, as f so often 

CRASH Towers possibly account see in the matt t r&ceiv£ for the 

lor I he enormous range of reac- FORUM! 

Tions Irom reviewers on the same LM 



PHI Graveyard or 



KKV protest to Wcf * 



LnQtoQ^w^^-*^ gX£ s he would be how 



SSSidrf for instance, ten 

id yw'vfi rescued ttw 
SSSS^SdK a ™ of thought 

a Ste nard to complete 
P0K£» A person's money is not 
wited it he/she uses POKEfJ" 
^miPtft a aame. because he/she 
2?SS T*SB the game on a 
SSlte gaW d u5 t because he/ 

POKEmg can bring a 9^*°* ™ 
Jf Me, However, we be« ■ 
is can be over-POKEd, llKe Jer 
w^RTR -or take the case of 
. FjSTedtar published * 

^iffitf a perfectly good 

^Howsc^.r^sfo^poor 
^2^progr flfnm6f that 



tads 



RABBITTING ON... 



Dear Lloyd 

I think it ought to be brought to 
your attention that there is a nasty 
fiend on the top of the Editorial 
page ot your magazine. 
For the last three years the 
aforementioned bug has been 
beating up a poor, defenceless lit- 
tle rabbit, I think it's about time the 



rabbit got its own back. 

If the situation is not remedied in 
the near future, I shall set my man- 
eating goldfish on you. 
Nicola Weston. Basingstoke, 



LM 



Take another fookt 



fo show ofTnw ALKATRAZ pro- 

y °^; Tm'lS. dever for my owt. 

wexbv and Pock, Jock. WB v~ 
onj supply POKES but *f>we POS- 
K supply sotutions so the 

whether to type jn POKES or 
use the solution to JESEKTrV* 
vy« >r«i in fear and loathing ^es 
J^ HunSr even though 
"SboS knows what he » taking 

Hexby and Pockttnflton. 



TAMARA AND TAMARA 



Doar Lloyd 

I have read many stones In my 
tim*, but this was incredible - I 
know Mol Croucber is known for 
his totally original computer 
games, and how little effect they 
have on the puuhc but TAMARA 
KNIGHT has got to he his best ir>ea 
yet - a totally original story in fact. 
The way he twists the spoken word 
makes Hunter S Minson look like a 
scrtptwnter foe BiH and Ben. Not 
only Is it incredibly convoluted and 
it is ateo stunningly funny 
the 



packed into each sentence - - - I 
don't know how he keeps it up, but 
I think that Mel Croucher has 
fulfilled an aim in life by completing 
a literary version of Ptrn&nia- both 
are highly addictive and ere liable 
to turn yew into an hysterical raving 
maniac. 

I just hope this doesn't happen 
before next month's install- 
ment . . . Gibber! 
Stephen Graham, Carlisle. Cum- 
bria 




IIP 



POSTAL PALS PLEASE 

S ea, J- loy ^ Da « olease. please. 



Dear Lloyd k y0U 

1 am writing to ' nrecious 
could spare seme °fVOu f P 

space in VO^S^ and a plea 
□*n a SP ECtr ^^ d am a Keen 

above addfesS. 
hian. EH47 OEG 



Dear Lloyd e please. 



HAYES COMPUTER CENTRE] 

(SALES AND SERVICE) 

1000 UXBRIDGE ROAD, HAYES, MIDDX 
Tel: 01 -573 2726 {24-hr Ansaphone) 

Stockists of Home and Business 
Micro-Computers 
Software, Hardware, Bool© and Accessories 

We specialise in Itie repair of Sinclair products 
(Spectrum and QLs) 
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PRE JUDGING THE ISSUE? 



Dear Lloyd 

I don't have a computer, bm my 
brother has a 4fiK Spectrum and is 
a ton of your magazine, whteh ts 
why I read CRASH and why I'm 
writing now. I believe your game 
renews are commendable in thai 
tor people with limited cash Dow 
flika my brother} there has to be a 
guide on the good, the bad and 
the ugly. What spalls me however 
is the amount of games that am 
churned out, of terrible quality. 

Without magazine reviews, buy- 
ing games would be financial 
human roulette. But the reviewing 
(as good as it re) docs not go far 
enough Why cannot an indepen- 
dent review board be established 
by mutual consent of as many 
companies as possible, whereby, 
before every game hits the market, 
it must be reviewed by the board, 
and given a percentage rating with 
a breakdown of individual traits - 
your system in other words. Every 
copy of every game revtewed must 
then carry thia rating ctearfy, pro- 
viding an instant guide to the 
buyer. 

Of course, you might claim that 
a judgement by the board would 
be subject to individual prefer- 
ence: any review is subjective but 
people place a lot of faith in you. 
Just to make things fairer, why not 
classify each game the board sees 
into categories, to be shown with 
the review percentage of arcade- 
adventure, shoot r em up and so 
on. In esse you're worried, people 
would still be buying CRASH for 
an in-depth review, but a monthly 
publication means large time- 
gaps before games are reviewed. 
As soon as a game reaches the 
shops it will now have at least 
measure of its worth. 



board would probably not include 
every company, it Is obvious that 
pood companies with nothing to 
hide would jump at the chance to 
have their games given high per- 
centages and it would encourage 
them to higher standard because 
they would make sure that their 
game was up to scratch rather 
man have it publicly panned. 
Should a company refuse to take a 
part In the system , then a boycott 
could be instigated against that 
company "g games - by refusing to 
take part they'd be showing lack 
of confidence in thetr own games 
anyway, 

Michael McGuin^ss, Moftfey 

Milt 1 iuwnnnl 

nH, Liverpool 

to all sounds very sensible and 
reasonable on the surface. 
Michael, but your system reminds 
me a little too much of Big Brother 
and the totalitarian approach - /f 
would remove too much of the ele- 
ment of tree choice from both 
software houses and games pur- 
chasers. 

Effectively, popple have the 
option of reading a review before 
they purchase a game the way 
things are at the moment - and 
every now and again a software 
house wiH bring 9 part- finished 
game into the office and ask our 
opinions on how il should be 
improved in the final version. They 
don't always take our advice, 
which is just as w®tf. Who are we 
to dictate what games other 
people should play? Ail we can do 
is offer our opinions, and In the 
eyes of quite a few of our readers, 
we don t always get H right 

The next conespondent has a 
similar plan for software world 




CONTROLLING QUALITY 



Dear Lloyd 

While wanderi ng around the shops 
I saw the Spectrum Plus 2 pack. It 
had a few free games with it, so in 
I went to examine these freebies 
AMSTRAD Quality Control' they 
said. 'Obviously Amstrad are 
dung something about software 
quality' P I thought to myself, 'pre- 
venting such crap as Kung-Fu 
Master- what a good idea!' 

Now, wouldn't it be a good idea 
if a Software Quality Control' 
examination by certain magazines 
and computer companies was 
compulsory for all games so we 
don't get ripped off ? 

A 'PASSED QC' sticker or 
TAILED QC" sticker could be put 
on the cassette, so giving the 
purchaser a guide on what to buy. 
The game would still be fairly 
reviewed in magazines, but would 
be mentioned as passed' or 
"failed" Quality Control. Even if it 
put the price of the game up a bit, 
we wouldn't get ripped off, and 
have to spend hours in the $hop 
going Shall L shan't I' . . . It would 
save a lot of bother (and money). 

Also please tefl me what has 
happened lo the Journal of Mysti- 
cal Affairs', as I haven 1 been 
receiving mine for some months 
now. I afso feel I must agree with 
your view on amehicanas 
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Bullfighting Game, and I see no 
point in publishing such a game, 
as people are quite unlikely to buy 
it. unless they are quite tasteless, 
though I think it should still be 
reviewed (taking into considera- 
tion the topic of the game). 

Continuing on the POKES 
debate, I think that if one of my 
games were hacked I could see 
where I had gone wrong with an 
'impassable' bit, or made the 
game too hard, and change it next 
game, &o POKEs can be a help to 
a game ' 5 programmer! 
David Hosier, Oxford 



The Amstrad quality control 
scheme isn't intended to act as a 
guide to the quality of the game, 
but indicates that the program will 
run on the full range of Spectrvms 
without probfems - a useful 
guideline for the would-be purch- 
aser, given the compatibility prob- 
lems that were experienced on the 
i28K front 

The JOURNAL has been taking 
a btt of a rest recently - I'm told 
that the energies surrounding the 
MYSTICAL SUBSCRIBER NUM- 
BERS have been channelled into 
Other areas. The JOURNAL should 
be back with you soon . . . 

LM 



PURCHASE 
PROBLEMS 



Dear Lloyd 

Having seen a CRASH Smash 
catted Spellbound by master- 
Tronic in Issue 4 of your magg^ne. 
I havetrmd everywhere in the New- 
castle Upon Tyne arena, without 
success, to purchase H (I have 
tned WH Smith, John Menzies. 
Boots and Computer Shop). 

Coufd you please tell me which 
shop m this locality slocks this 
game? 

David Cayzer, Winlaton, Tyne 
and Wear 



Not betng a (Seoftfie tod, I'm afratd 
my knowledge of the retaii outlets 
in your area isn J f up to much Oavtd. 
All I can suggest is that you order 
the game "from Aunlte Agqte at 
CRASH Matt Order. 

LM 





CRITICAL CONUNDRUM 



Dear Lloyd 

I am writing to you about two 
things. First: your new change ot 
rating system. I think the ides is a 
good one, the Presentation ratmg 
instead ol the Getting Started rat* 
mg and Use of Computer ratings. 

Last night when I was reading 
my February issue or CRASH 
which I had got that morning, my 
Mum said (she had been reading 
over my shoulder} 'Why do they 
have CRITICISM columns 
because Ben, Mike and Paul are 
not critrcismg the Products - they 
are commenting on them? she 
suggested they were cabled Com- 
ments But then you are left with 
the problem of renaming the 
COMMENTS column - I ecu Id nol 
think of a suitable nam**. I'll leave 
that up to you? 

Secondly, I think most games 
from comics or Films are good. So 



why does everyone keep comp- 
laining? ff you like a product then 
go and buy rt, if you don't then 
don't buy it I never buy a game 
before it is reviewed, so I have* no- 
sympathy tor people who do and 
find the game a bad one - il was 
their fault. 

James Munson, Grazeley, 
Reading 



As my semantics teachor used to 
remind me Mrs Munson, a crrfj- 
ctsm need nol be negative - S ts a 
judgement rathar than an indict- 
ment 

I think your approach to buying 
games is much simpler and a far 
better solution to the problem than 
forcing companies to submit thetr 
products to an assessing panel 
before they are released. 

LM 






I 




mm 



\ 



HITCAMES 

SPECIALLY 
WRITTEN 
FOR THE 
BIG MEMORY 

SPECTRUM 
PACKED WITH 
EXTRA ACTION 
MUSIC & FUN 



Story 




£9.955 



TWO-PART EPISTLE 



Dear Crash 

f think Alan Sugar has made a 
rness of ihe 128 Plus 2 

Dorft get me wrong; it is 
definitely one ol the best home 
computers on the market. I do, 
however, think I here are many 
things which should have been 
incorporated. These are some ol 
I hem 

(1) The loystick should have been 
made lo be Kempston compatible 
or at least the user should have a 
choice of different types ot joys- 
ticks by a switch or something. 
\2) The 'Datacorder' should be 
similar to the standard of Ihe one 
on The Amstrad A counter should 
have been included. What about a 
disk drive specially tor the 128/ 
Plus 2^ It would be very useful. 
(3) The sound chip should be 
allowed to run without slopping 
the computer from carrying out 
instructions. 

Next, I totally disagree w<thyour 
highly critical review of Super Soc- 
cer. Okay, it may be slightly SlOw r 
and there ^s a lot of colour clash, 
but look at what it offers to the 
user; a great variety of shots, sftde 
tackles and fduis; speed contra I, 
energy bar, a vacation ot force for 
shots and for throw-ins; position- 
ing of piayers: and ultimately, 
sendmgs off Your reviewers must 
lind it difficult to rtjad and under- 
stand instructions, it took me a day 
to work duI the rules after which I 
beat the computer on Levels One 



and Two, 

The availat^lity ot shots is 
incredible. Since when could you 
chip the ball over the defence at an 
angle ot 80 degrees, and Ihen col- 
lect the ball on Match Day? \ m^in, 
l"ve done that on Super Soccer, 
and I really enjoyed it! 

I have a few gripes, however I 
can't control the goalie very well. 
When the computer lakes a pen- 
alty it just kicks the ball straight at 
you, and you don't have lo save it. 
A)so, when you have wan the lour- 
nameni, there is no congratulation 
screen, and no tune: it just goes 
straight to the menu. My overaH 
view of this game is that ft is 
incredibly realistic, but far too 
easy! 

People are right, CRASH 
ieviewers are biased against 
sports simulations, especially 
football Any comments, anyone? 
Mik Stoddart, Guis borough, 
Cleveland 

The next correspondents feel 
rather different fy about Super Soc ■ 
cer Mr*, As to the Plus 2 \ nobody's 
design for a new computer ts gotng 
to satisfy everyone, and the more 
complicated the features on offer, 
the higher the prtce. Compromise 
is the name ot the game when 
you're taunchtng a new product - 
unless it's a luxury yacht for mil- 
lionaires , . . 

LM 



XENOPHOBIA AND A FOUL UP.. 



Dear Lloyd 

1 have an apology to make. I am 
sorry for buying Super Soccer 
before reading CRASH'S review 
but I was so looking forward to a 
follow up to Match Day that I just 
couldn't help myself, I thought 
that, considering iiaagjnc's track 
record, the game would at least be 
playable! The animation is appal- 
lingly slow, the prtch has a weird 
perspective, the colour clash is 
horrifkc but even taking in these 
drawbacks, the game was quite 
enjoyable until I discovered the 
(main) bug . . . 

If afoul is committed sometimes 
the injured party stays lying on the 
pitch indefinitely and very soon 
you can find that hart of your team 
is 'dead'. This happens regularly 
now, and makes the game totally 
unplayable. It is quite obvious to 
me that imagine rush-released this 
game for the Christmas market - it 
is unforgivable. This is the most 
bug-ridaen and useless game 
since Superbowt* 

Enough of that and on to the 
important pan of my letter. I 
noticed in the December issue of 
CRASH on page 75, a competition 
to win a copy of Handbatt 
Maradonna^ 1 noticed question 
three which asked 'Name the three 
goalkeepers in the World Cup 
Party in Mexico this year 1 . Easy I 
thought: Jim Leighton, Andy 
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Gorarn and the legendary Aian 
Rough. Well, I didn't actually think 
that, fc'm not that naive H but I object 
to the wording used. THE World 
Cup Party, to me and many others, 
was the Scotland Squad and one 
must not forget the Northern Ire- 
land team either. 

Also, in that issue there was a 
review of The Great Escape in 
which you play an English POW 
trying to escape , . 1 Am I mista- 
ken or didn't the rest of Britain 3350 
fight In World War \\? Frankly, I 
think this is an insult to ail Scottish, 
Welsh and Irish men who game up 
their lives to save not only their 
own countries but England as well. 

Scotland gets a raw deal from 
all areas of the press and society 
and for CRASH to add fuel to this 
fire really annoys me, 

Engiand is not the centre of the 
Universe and CRASH is a British 
publication. 

Chris Lafferty, Wishaw. 
Strathclyde 

You're quite right ofcourse f Chris, 
it's a dear case of thoughtless 
xenophobia on the part of the 
CRASH Team, and I have taken 
steps to reprimand those respon- 
sible. Rest assured that with a 
name tike Graeme Kidd. our Editor 
has nothing against the Scots! 



GENEROUS, REF, GENEROUS 



Dear Sir LM 

Might I just say how generous you 
were in tha review of Super Soccer 
by imagine (who are i think a bit of 
an ENtGMA). Let me first say how 
I came about to buying the gam© 
\ was just sat down reading my 
locEd paper when I chanced upon 
seeing the local computer charts, 
There at No 4 is Super Soccer by 
IMMUNE, it was then that I remem- 
bered about seeing the advert and 
here comes the fatal mistake, 
reading about John Pitman and 
Chris Clarke doing a new football 
game. This is it! t thought. Hang on 
wasn 't that to be Nke Three and tn7 
I eventually kidded (no pun 
intended mysetf into believing 
they had changed it into an 
improved Match Day. \ bought it. 
Raced home, loaded it. Then on 
the screen appeared the "written 
by D J Anderson' message, t 
began to play purely and simply 
because the graphics looked 
good- The adding t&ckte is a Joke. I 
think I got penalised overy time 
Goaf-line incidents are impossible 
tor the player to score or save 
because the ball disappears 
amongst the mess. Tha irony 
being I had a chance to pirate 
Match Day but refused on the 
grounds that the real Mccoy, 
Spock. Kirk or whatever was on its 
way. (Think about It I) 
TrE'-lNS. Lata go back to the 



and not many software houses 
were around. Rumours began 
Teenager earns £40,000 a yeari' 
A-ha! EUg business everyone 
thinks, here's a chance to make a 
quick bob or two. Money does not 
come in. Software Houses need 
something original, so the first Tie- 
in ?s born. What is this fool witter- 
ing on about? I hear you cry. The 
fact is the public creates the mar- 
ket: we fell for the tie-ins, software 
houses realised this. They then 
turned out puerile garbage know- 
ing thai because of the name, the 
game would sell. So software 
houses 'Where are ihe 
games? 1 
'Mad Max*, 

TTiaf Is, of course, the ultimate 
question concerning Tie-ins. if 
they're bad, then why do they sell 
so weft? Maybe people realty DO 
want games that bear a famous 
name r and software houses are 
oniy catering for the demand m the 
marketplace. Why should they go 
to alt the trouble tnvoived in creat- 
ing a 'different ' garnet with at) the 
attendant disks of being scorned 
for being too innovative , when they 
know perfectly wait that a 
mediocre game that carries a 
famous name is likety to sett very 
well. Whose fault te it If indeed 
there is fautt' involved? 





UPGRADE 
BLUES 

Dear Uoyd 

How I wish I could buy a computer 
which was the best and it would 
not get updated In Christmas of 
1 983 1 bought my first computer, a 
Sinclair ZX81 . At the time I thought 
it was the best computer going, 
until Christmas of 1986 when I 
updated my computer to a Spec- 
trum 4SK. I still have the machine 
and I never regretted buying it. 

Now the Spectrum 128K and 
Plus 2 have come out. I would love 
to get one, but I can't afford one. 
All my mates smirk at me - they've 
got 128s and I go round their 
nouses playing 128 games, and 
sob my heart out that I cannot hear 
that cool 3-channet music and 
extras that you don ' t get on the old 
Spectrum. 

And I hear of more people 
updating to 128Ks. while I just 
have to play my old games and 
sufk. But I'm glad to say that 
CRASH still keeps up reviewing 
48K games, and I never miss an 
issue. The Spectrum is one of the 
oldest and most popular comput- 
ers going, so let's keep rt up. Thank 
you Clive. 

Robin Plummen Harlow, Esse* 

You coutd always try entering the 
competitions we have planned for 
the April, May and June issues - 
we 'It be giving away a Plus 2 and 
colour monitor every month! 

LM 



TOTAL 

AGREEMENT 



ig, pleading. 



Uoyd 



iareirn 
1 of people begging, 
ring, asking for reviewers to 
sign their comments, they are 
going to, at lastl I was slightly 
amazed to see one ot them was 
only 15 - the seme age &s me His 
□pinions are similar to mine on the 
games I've shelled out for. Strange 
they should aJi took like Mi&s Piggy 
though (sorry lads). 

The ratings system Heetf has 
changed slightly as well - for the 
better in my opinion, 

Next, onto Mark Edwards' let- 
ter a bou l the Space Harrier review : 
1 agree with you lot. The graphics 
get too messy as well - the bonus 
screen when you sit on the cater- 
pillar as it batters things up 1$ 
soooooo ftickery, The geme 
seems a lot dearer to see in black 

Rylett, LrWedate, 

did you expect, Paul? 
J reviewers? Glad 
ratings system - i\ 
been generally 
(tike Space Harrier), 





BUDGET BASHING? 



Dear Lloyd 

I feel compelled to write, and so 
write I must to tear apart the very 
fabric of the software industry as 
we know it- The danger must be 
brought to the attention of your 
readers for only your readers can 
repel H. 

4 What danger? h I hear you cry - 
well it is manifest <n two ways: 
1) Budget software. This is, if we 
admitted it , a mkture of boring 
dross and banal gamesptey dres- 
sed up (in some cases) by nice 
graphics. Let's face it, the only 
budget software that is played for 
more than one day is that which 
has formerly been released at full 
price like Fuli Throttle, Kent ilta and 
soon. 

On the rare occasions that I play 
budget software t must admit that 
I feel like I am merely going through 
the motions of playing a game ; m 
not really enjoying It. 

2. CRASH Smash awards. Now 
I'm not a person who attacks 
something iust for the sake of it, I 
Feel that CRASH as a whole has 
become just like the big com- 
panies it condemns for releasing 
games just because they look 
good The CRASH Smash label is 
now being stuck on anything 
which looks pretty and plays 
reasonably well If you were hon- 
est you would admit that your 
reviewers hardly play a game for 
more than two/three days. A game 
which looks good, plays well and 
is free to your reviewers has the 
danger of being made a CRASH 
Smash, but to a punter who pays 
E10 for a game the program must 
contain another quality, lastability. 
Garros which \ own which do not 
contain this are Top Gun, Druid 
(utter dross) and Stargiider 128, 
which has been heralded as a 
great program but is. in reality, a 
normal game with things bolted 



on. I'm not saying al! Smashes lack 
lastability (Acacterny is ace), lust 
most. 

So how can these dangers be 
eradicated? Simple, just don't buy 
budget games on looks atone - be 
more selective in your buying. As 
to the CRASH Smash problem, rt & 
up to you Lloyd. Smashes should 
only be awarded to programs 
which have lastability and if this 
means hokJing a revtew back a 
month until the reviewers 
thoroughly ploy it, then this is your 
responsibility as a service to your 
readers. 

Better a late review than readers 
casting aspersions on your ability 
to judge a game fairly. 
Jer*my Connor, Battle Hill. Wal- 
ked, Tyne and Wear 

1 think you are being more than a 
linte harsh about the quality of 
budget games. Some of them are 
very poor indeed, but the overall 
quality of original budget releases 
has been improving dramatically 
over the past twelve months or so, 
titethe middle of February aa I 
wnte this, and our reviewers are 
stiil playing Top Gun and 
Stargiider, Furthermore, Starghder 
has done very well in the Readers 
Awards. When it corpus to 
SrmsheSr the reviewing team 
thinks particularly carefully about 
awarding ratings, and t feel that 
holding reviews over for a month 
or more would annoy more read- 
era than it would phase. Your 
opinions as to the lastability of a 
game must remain your opinions, 
and it seems that they differ from 
the opinions of our reviewing 
team. 

What do other readers have to 
say on the points raised in this tet- 
ter? 

LM 



ALTERNATIVE 

CHART 



NEAR MISSES 



Dear Uoyd 

I have recently bought February » 
CRASH and read the letter con- 
cerning music by Frank Bouts 
(rfMrs/Miss} and I disagree- « 
! meagre 48K and here is my 



have a ri 



Top Gun 
SMX Simulator 
Dynamite Dan (1) 
QlliandUssa 
The Great Escape 
Uridlum 
Ouazatron 
Biggies 

iless Steel 

Hi 



Dear Uoyd 

How many times recently have you 
noticed reviewers saying or a 
game Not bad would have made 
a good budget offering. ? 

And I think this is a very good 
idea, 

Take for instance, the recent 
releases by ocean™agin£ 
Granted, some of these games 
have been very good jneteed, but a 
large amount have also been very 
average. 

How \ can imagine their prob- 
lem. A game idea perhaps with an 
expensive licence is given to a 
team of programmers, and they 
set to work on it. Later, back they 
come and show their game to the 
company. All is well if the game s 
great, but what if it isn't? 

The company has several 
choices. Do they send the prog- 
rammers back and talk them to do 
it again, possibly risking some- 
thing like the Street Ha wk fiasco? 
Do ihey release the game, risking 
their reputation if it is badly 
received? Or do they forget about 
it, losing perhaps thousands in 
development costs or licence 
deals? 



But they could have another 
option. Release the game, hut at a 
budget price. This would mean 
less profit from each game, but 



higher sales - and the protection 
of their image might make 
their while. 



it worth 



TTiere is another thing though. 
People know when it comes to 
buying budget games, it's mostly 
a hit-and-miss affair - you may get 
a great game, or a load or rubbish. 
People might think that all budget 
games released are bad if com- 
panies adopted my idea and 
released games that didn't come 
up to scratch at a budget price, 
This will all depend on how bad the 
near-misses are. I think this idea 
might work and it s certainly worth 
considering. 

John McKlnlay, Lochgetty, Fife 

I think the financial commitments 
made by software houses to pay 
royalties to iicence owners that are 
based on the 'fuli price' might 
cause problems, but the theory is 
an interesting one. Any software 
houses iike to comment? 

I_ nn 



AT LAST! 



SPECTRUM SPARES 



AD prices 

ULA&COO! £11.99 
!2&kROM 
Z80A 
7flQ5 REG 
41I6RAM 
SPECPSU 



£11.99 
£2 99 
£1.49 
£1.4*3 
£10.49 



£4.9? 
£5 49 
£499 
£9.99 
£9,99 
£22.99 



AT REALISTIC PRICES 
ndude post/packing, handling and VAT 
SPECTRUM YJBO ARD MEMBRANE. 
SPECTRUM KYBOA RD MAT 
SPHCTRU M K/BOARD TEMPLATE 
SPECTRUM + MRMBRANE 
MODULATOR 

SMANUAL * 
Remember all prices include PAP. handling and VAT 
Full spares List available / Trade enquiries welcome 
Access/Visa. 24-hmir T.A. service 
SPECTRUM REPAIRS £14.99 + PARTS 

ELECTRONIC SERVICES 

176 VICTORIA ROAD WEST, CLEVELEYS, BLACKPOOL FYS 3NE 
TfeL (02S.Vr 82270* 




46* SPECTRUM 
F*d up *ith orUiMry tnilt i 
NOW it 

A fruit machine simulation wfth the most up-to-date features, 
sound and graphic* 

FRUIT 2010 

HFbr fruit machfn* **p»rts to fun playirt 
A Tfrs most Advanced and rmmtisUc fruit machina sltmiMion 
FEATURES: Real feels -Gold Ru 3 H - Roulette -style-gamble - £100 jackpol 
^Ho Ids - mm keys - Nudges - HIGH-speed Spinning Rwls - Save Down - 
Urge Sialics - Mystery feo* - USES ALL 48K - 12 differ^! tfrui & - I wp-f 
«™nd - Gash Run - MULTIPLE ODDS - muHi-COlOUf - MAX. NUDGES - 

Number board 
PLUS LOTS MORE 

Please send CO-OS which includes PAP 

~ &W London Road, Wei 

FOP FAST DELIVERY 

Software from ROSSWARE 
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CONCEPT HOT 
EXECUTION 

Dear Uoyd 

I am replying to a letter from Nick 
Drewett m The Christmas Special, 
about age groups for compete • 
tkws. 

When you enter a competrtion in 
CRASH where you have ta draw, 
surely it's the idea that counts not 
the artwork? 

.Michael Whitlock, Earls Barton, 
Northants 

We do try to take account of age 
when judging •arty' competitions, 
but the idea that ties behind an 
enfry takes precedence over the 
execution It's often the case that 
someone who can draw comes up 
with the best ides as weii as the 
I best execution, tut not always. 




ARCADE ANGST 

Dear Lloyd 

I feel that I must write to you about 
the topic of amusement arcades 
brought up by Tom Evans last 
issue. 

I found his letter to be most 
insulting, and I feel that I must dis- 
agree with most of his views. First, 
he puts the honesty of arcade 

Srs in question: You may won- 
where they get all their money 
from. HI leave rt up to you to make 
your own conclusion to this . , . \ 
As a fairly frequent arcade Qoer, I 
am infuriated to be told that I come 
by my money by III means. How 
can he say this? Sure there are 
some less savoury characters who 
may steal money to go down the 
arcade, but thai percentage is bo 
imponderable that It does not bear 
thinking about. He goes on to 
claim thai if one is 'addicted' to 
arcade games then one will 
automatical I y become addicted to 
fruit machines. Honestly, how can 
one man make up so much crap? 
I count playing arcade games 
among my other hobbies. I do not. 
however, find fruit machines com- 
pelling whatsoever, To play fruit 
machines you have to be a mug or 
very rich indeed - 

I think he is stupid to say that 
magazines should do everything 
against the so-called scourge' of 
arcades. The whole concept of 
games playing was bom in the 
arcades. Without arcade games 
we might still be playing games 
like Mined Out and Schizoids, (a 
terrible thought, I trust you'll 
agree). I also disagree with his 
view that most arcade games 
make no contribution to the 
advances of games technology. 



THE 



ARCADE 
DEBATE . . . 

1 



Dear Uoyd 

After reading Tom Evans" better in 
CRASH last issue on the fact that 
arcades influence the young, I 
thought 'what a prat'! I mean, there 
are worse things on TV to 'influ- 
ence the young 1 and in other 
sources. He also implies that so 
called 'arcade junkies' steal 
money or get it through other 
■ criminal 1 means. How can he say 
this: has he done a survey or 
something? 

He then blames arcade conver- 
sions or certain computer 
magazines for the addiction to 
arcade games. Does he always 
speak such crap? He's like that 
man who satd computer games 
led to violence Me and my mates 
just laughed. I didn't post my 

rape* s through windows because 
played Paperboy or run through 
my village with a gun because I 
played Commando. 

Computer games are for enter- 
tainment not as a way to learn 
'how to be a criminal 1 . 
S Counsel!, Hedge End, South- 



Admittedly Kung Fu Master was 
rather poor but Dragon 's Laif? This 
was the pioneer in video disk 
games. It was to break new ground 
in game technology. 

He also goes on to say that most 
arcade conversions are poor: that 
is possibly true, but most of tlwn 
fare not too badly in the transition 
from multi -megabyte machines 
with dedicated graphic chips and 
suchlike to the humble Spectrum. 

How can Mr Evans say that 
reviews of good arcade conver- 
sions spur gamblers' and ad- 
dicts? if the conversion is good 
then the games player need not go 
to the arcade to play it. He need 
only sit down in front of his com* 
puter to seek enjoyment. And why 
does he call arcade game players 
gamblers? A gambler is someone 
who puts up a stake in a game of 
chance in hope of getting a greater 
return. There is no gambling 
aspect in a computer game. Gam- 
ing shows skill and judgement and 
does not have the prominent fac- 
tor of luck. 

I think that Mr Evans" whole 
argument was blatantly pre- 
judiced, and I don't think that I will 
be the only irate person to comp- 
lain. Anyway, if he is against game 
playing why does he read CRASH 
and others games mags? 

You know, \ often wonder if you 
write these letters Lloyd, Knowing 
that it will cause a flood of replies 
in the next few issues to come I 
think Mr Evans name will join the 
list of other tedious little men like 
Jeremy Corners and S Valehte. 
Yours angrily 

Viewpgrk, 



Tom Kane, 1 

You weren't the only one to reset 
angriiy, Tom , t ■ 



CONTINUES 




where I live there is 
anything for teenagers to 
do. The bcai community centre 
dosed down. So now the onty 
place where teenagers can go is 
the local school, it has thrw 
squash courts, a sports hall, a gym 
and a swimming pool, it is very 
good but can 1 1 cater for over 3.000 
youngsters - teeoegers r There a*e 
no arcades either. The nearest 
arcade is 1 0 miles away in the City 
Birmingham, rve only been 
se and found it very enjoyable. 
■ Arcade addiction should not be 
obvious to even the 
at person, but Mr Evans 
tm 'hardly any arcade conver- 
sions are any good', he is writing 
utter nonsense. Take Green Beret. 
Mikm, PSng Pong. Paperboy, 
Ghosts YV Goblins. Hypersports. 
Yie Ar Kung Fu and Gauntlet to 
name but a tew. So Overall, my 
personal opinion Is thai arcades 
have tittle Influence (if any) on the 
. Even" 

r uptothe 




Quite & resounding vote of 'No 
Confidence' in Mr Evans' I 




REVIEWERS 
SLAMMED 



Dear LM 

After seeing the CRASH Chnst 
mas Special and reading the Feb- 
ruary issue I thought I had to write 
in to s upper t Mark Edwards. 1 have 
piayed Space H&nier in the 
arcades and I rushed out to buy it 
as soon as I knew It was available 
on the Spectrum. Rushed Out. Got 
It. Rushed back. Loaded in 
Played. Cor' Wowl Ivtegal Brill! It 
was Fab! 
Then I sew the CRASH review 
Who the heck do the CRASH 
reviewers think they are? Fancy 
taking a brill game like that down, 
if I see any of i them I'll . , . 
Your absolutely disgustingly 
imes World, New Ash Green, 



another, similar point of 




UNFAIR 

TO ELITE! 




Dea r LM 

I am writing to say that \ have to 
agree with Mark Edwards (issue 
No 3?) about your review of Space 
Harrier. This game is very good 
considering the limitation of the 
Spectrum and the complexity of 
the arcade machine, and Keith 
BurkhlM has produced an excel- 
lent interpretation of the original. 

IMow p tefs compare it to another 
game, say, Ughtforce. I think you 
have to admit that really under all 
those wondrous graphics, Light- 
force is really just another shoot 
'em up. So how did it manage to 
get a Smash and Space Harrier 
not? 

TerTy Jones. Eastern Green, 
Coventry 

There 's obviously a fair amount of 
disagreement surrounding our 
review of Space Harrier, Not 
everyone feets we under-rated the 
game, but the majority of the let- 
ters / have received this month 
would indicate that our reviewers 
were rather harsh. They stand by 
their ratings, though . « , 

LM 



BULLFIGHTING 



CONTINUES 

Onnr EHinl Owens 
1. loo. live in Kidderminster and I 
would qmtf! \\kn In mE*et you. to 
discuss the morality of bullfight- 
ing Pltnse think about how thft 
daughter of a living creature can 
possibly be entertainment - 
'sport" i| may be. but only to lhosfi 
of uu with srek mmds and who are 
obviously so self - cenlreo !h;it Ihoy 
Itunk dumb animals cannot leel 
pain. 

I personally leel CAVG have, lor 
once, done lh«n n-ghl thing - a game 
like this is m very bad taste, and 
should be discouraged. Have you 
eve* seen a bullfight? I did, once, 
and lei me dispel any notion lhal 
you may hive ol an equal contest. 
The bull is cajoled, humiliated, and 
ultimately murdered Give 
ameriCana a break ^ Or perhaps I 
misread your letter, 

For Heaven's sake. Elliot, think 
before you write next time- please 
, don't compare " poor defenceless 
aliens" m the trrviai world of video 
game to real, I've animate m real 
lire 

Glyn Evans (a dweller of the real 
world), Kidderminster 

And with thai Unat contribution/ 1 
declare thn Ole Toro cfebaf*? 
dosed. 

LM 



123 

NEEDED 




rUoyd 

ik you very much for pnr 
my tetter in Issue 37 r 
especially for making il 
Letter', 

However. I am known 
here as Stephen Click not Stephen 
Cluck! - presumably a typing error 
(combined with my handwriting). 

I think you have done a good 
revision job on the review ratings, 
they have been made more relev- 
ant but what about having a smal I 
1 26K comment - for instance. Is 
the sound any different , are there 
more levels? 

Incidentally, well done with 
LM: it is well written and infor- 
mative, but could you re-arra 
the contents page as in 
□tack issue wrth regulars 1 
etc? 

Long Nva Lunar Jetmanf 
Stephen Click, 
MliliH— iwifrwifiii 

H/nm. Wfr might sust take you up 
l ktea of a 128K pane/ piece 



ind inrar- 
j-arrang{f 
the free 
.features 



mm reviews. 
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Ah well, gardening assistant or no gardening assistant, by the time 
I settle down to compiling the FORUM for the next issue of CRASH, 
the seeds I have planted in the propagator should be ready for prick- 
ing out. I think the galley proofs for the latest edition of my Long 
Word Dictionary will have to take second place to the demands ol 
horticulture for a white longer . < * 

The arrival of new Iff e in the garden is a pleasing thing - as is the 
amval of new life in your letters. Keep your opinions flowing, mailing 
all missives to the usual address: LLOYD MANGRAMS FORUM, 
CRASH, PO BOX 10, LUDLOW, SHROPSHIRE. SYB lOB 




AT LAST 
REAL McCOY 



FOOTBALL 
DIRECTOR 

ONLY AVAILABLE ON SPECTRUM 48K OR + 

foul feAQura : 20 teams bbcti 35 game season Home - \ A*ny fA/lMfluc Cups £u«(W4fVU£PA Cgp 
Winners Cuj ■ Penaltes Playars : Morale : Mill R*(d Poeitxm : Scontf CvraterJ : Plan* : Cwtfi Vfcuth 
Ihiro : StAetriutionj $end^ o*te . HWvmBh gamaa More than 1 vwtfc injun*! ' Ffw Irafttitrt : Wsnattonata 
EuTEpeanTiOtfB 3 le^ tiafiggor Rating EIOOO.lXlClplffKOT:PTim«T O0tiori: 1 flma™ : PiocthJdot 
HniegatJiyi Montage . Save ganc Sponsors : full results . Season tickets Ne«t fla*W GUM fflmy : 
TV canwjas : Otwrt tttenvb MHna^ apprnaLTiRS pro*1 LWQO* TiOtt : and mudl TOM 

2 PLAYER SUPER 
LEAGUE 



Many of the atom tortura bul 2 mams can per irv tj*e san-t or dlfimw drvt&ong mewses local Dertiys 
Lflan'ffEe Transtw £ Caafi Segments Manugtir pi the MotHs and TQ0 Scorers League 

INTERNATIONAL MANAGER 

DuaJIIVino groups lAtarid Cup European Cup . Home & Away Mabtfi reports ■ SoftStttutflO MOfllB Talent 
CmWBncy Cm Age JkttUHiltv • Swenwi>te|urtw Scored Extra una : FtnaWmi : SK»Giii»aiMlPTi*r 

RECORDS FILE 

G*Tj>BM]ta wrtrt ali^ Beslteania : Teams 

WW : fitter* : Tllta wins Hw many s*W>ng plByttd and iJtfwr information (THIS IS NtJTAGAMEl 

PLAYING TIPS £1.00 

each game e 7,oo any two ew oo amy three e 20 00 all four e k.oo 

£*&L0S£ CHECHJEW t UWQE SAE W1IH 2Qp STAMP ATTACHFQ Pin CASSETTE 



D & H GAMES 

19 MELNE ROAD, STEVENAGE, HERTS, SG2 8LL 



FOOTBALL MIKIM! 

E & J Software ortBf 3 CLASSIC FootfasW Managa- 
rtwnl Strategy Games tor all WCCftf snihusiaslB. 
Each of th*u CHJALITY GAMES urn lha lull 
awflji-Btrie memory of yaur Dompulgr and 4 
PACKED #rrh GtblUINE FEATTjBeS to mak* 
am* game frra most REALISTIC 01 its kcrnd ! 

PREMIER II : A CQMf'R Q H£ NE* V E AND EXCITING LEAGUE GAME - Can you fundi* 
al Ol mis' 5 Ray Al Teams Home a Away, Full Squad Details All Teams Tran&le-r Market 
thai allows you to fcuy any player in fteegue-'S0ll your pUjyers 1c any other team, Pre-Ma1ch 
Report, Full Team and SdMtrtutfj Selection, Choose Voyr Owa Taam SMe. All 01 her Teams 
lava iheir own Style. Waft* Injuries, Matcti SubstituEions, Half Time. Full T.me Scores All 
Matches, Named & Recorded Goal ScofSfS, Full League Table, FrXlura List, Team Morale 4all 
tarns). * « arisfor Demands, Oppaailion Saled The* Strongest Team. in|ury Time, Finan&al 
Problems, Male* Attsrtdancas. Bank Loans, 7 ShM M Managers Saiary. Change 
Player Taam Names, Continuing Seasons, Job Otfgrs or D-s^-ssal based on your perform- 
ance, Pnnter Option, Save Game and MORE I 

EUROPEAN II : A SUPERB EUROPEAN STYLE COMPETITION - Ertny the atmoa- 




phere Ol European Cup Ties! - Home £ Away i.egs. Fu^ Squad LisLng, Fuli Penally Shoot- 
out iwtlh SUOOEN DEATH). 2 Subatrrutes AllomTPre-MatCii Team News. Full Team And 
Subslrtute Selection, Away Goals Count DouWe, Extra Time. Half Time I Pull T.me Scores All 



Full Results List, Full 
Player-Teem Names, Save Game 



T*8 r 7 SMI Levels, Disciplinary TaOJ* ^showmq any MATCH BANS) 
Random Draw - A* Rounds. Pnniej Option. Change Player-Teem 
EUROPEAN II includes A cxnmprehenswe Text Match Srmgl&1ion wUh lhff» GREAT FEA- 
TURES - Match Timer, Named A Recorded Goel Scorers. Comers. Free Kicks, Goal Times. 
Jrjunes, Bookings, Diaellowed Goals, Injuty Tmoa. Penafoea, Sending Off and MORE 1 

* SPECIAL FEATURE - tfan^Bf yout PREMIER II winning S-da into EUROPEAN II * 
&0th 1hese GREAT games can be played separately Or as companion games ^SPECIAL 
TWIN PACK AVAJlABlE} 

WORLD CHAMPIQMS : A COM I -I ML AND EXCITING WORLD CUP SIMULATION 
- Ta*es you Irom ?he First warm jp Inandlies through ihe Q^aKtylr^ Stages and on to THE 
FINALS 1 - Se4ect T*iim From Squad al 25 Players, Seled Fnan<lly Mslchos, Full Home A 
Away Fixtures in QualiJying Round, Pre-Matfin Team News, 2 Substitutes Aaowed, DiSCcili- 
rwy TaWe, Select Tcui Opponents, Full League TaOle, Players gain Bxpenancecaps as 



piOg»e&ses, Ejflra Time, Penalty Shoor-Ovl. Quoner ^.na Gruup. Fui: Rar-1o^ 
Dra*. Change Player Team names. 7 Skill Levels, Pnnter Option, Save Game, Full Results 
List, PosJ Math Injury Report. WORLD CHAMPIONS Includes a comprehens.ve le-1 matah 



- Oftel Times, Bookings, Injuries. Named/Recorded Goaf Scorers. Injury Time, 
Harcn i^jqc*. cSftnoing un„ renames. Uome^s, t-ree Mcks, ana MLJKt 1 

All game? BvallsblD lor ANY 48K SPECTHUM 

Game* supplied on lap* with full Inairucttona 
C6.9S Each Inc. PftP (add £1.00 outalda U.K.) 
Qtm V*U8 - Atsy 2 Games Deduct C2.O0 
FANTASTIC VALUE- All 3 1 



amea ara available by MAIL ORDER ONLY 
First Class Servlca, All are available for 
IMMEDIATE DESPATCH by let Class Post 
and are securely packed. 

From: £ * J SOFTWARE. Room 3 , 37 Westmoor Road. ENFIELD. 
Middlesex EN3TLE 





APPOINTMENTS 

SOFTWARE CONTRACT 
r COORDINATORS 

At least two talented individuals are scughi to fill new pontons 
within the company. 

Initially responsible for ^ordination of contracl programmers and 
liaising with programming houses, activities wM indude: 

1 Contract negotiation 

2 Drawing up software specifications 

3 Product evaluation 

4 Liats \ ng with graphics and musk art i st s 

5 Talent spotting 

6 Pr oject scheduling 

Previous experience is not as important as strong creative instincts 
and wNfingness to adapt to and adapt ihe administrative 
procedures currently in place. 

Successful applicants will probably be 22 years plus and have a 
games programming background. On offer is a first class salary and 
bonus package, and ihe opportunity to advance In a friendly 
environment, within an expanding company. 

The company's Software Manager will be appointed in due course 
from the Contract Coordinators. 

for further information contact: 
Steve Wilcox 
Elite Systems Ltd. 

Anchor House, Anchor Road, Aldridge, Walsall, Wesl Midlands 
Telephone: 10922] &&8S2 



ENSURE YOUR REGULAR 
COPY OF CRASH 

When 8 magazine is rising in circulation a* rapidly as 
CRASH is doing it tends to sell out immediately and you 
may experience difficulty in obtaining your copy every 
mo nth . So the best th i ng to do is pi ece a regu faro rder with 
your tocal newsagent, which you can do by handing him 
this form. 

CRAsSlSS^B^ 111 " m ° nthiV 0fd8r f0F 



Name , . 
Address 



To the Newsagent: 

CRASH Magazine is published In the middle of every 
month by NswsfieW Ltd, 1-2 King Street, Ludlow. 
Shropshire SYS 1 AQ. Tel : 05M 5851 , and distributed to the 
newstrade by COMAG {08954 44055). Please check with 
the publishers if you have any difficulties in obtaining 
supply. 
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by Rosetta McLeod 



ELECTRONIC 
ENTERPRISE 




A new company, westex electronics, have released a most inventive 
product designed to teach basic electronics to primary school chil- 
dren, The interesting thing about wes r ex is that it was set up by three 
teenagers, Andrew Marsh, Barry Hind march and Andrew Haw- 
kins, as a result of the boys winning the Whttbread Business Chal- 
lenge, This competition aimed to find the best business idea in the 
country . and was only open to those under the age of nineteen. Hav- 
ing won the competition and obtained some financing from a bank, 
a company was created to market the product - en aid to teaching 
the fundamentals of electricity and electronics. 

The kit which they are now marketing consists of a printed circuit 
board, associated worksheets and compankm computer programs. 
Two teachers are also involved in the venture, and have lent their 
expertise to the preparation of the excellent worksheets. 



WtSTLx began trading in November 1985, and a few months age 
were able to move into their own premises and take on thefr first 
employee. In the contacts I have had with the company, I have been 
very impressed with the professionalism of the whole venture. Barry, 
who is at present studying for his A levels, and the two Andrews who 
are both employed in a local electronics firm, give only a part-time 
commitment to their company, but already their future looks prom- 
ising. With the introduction of the new GCSE syllabus, five or six new 
products are in the pipeline, starting with a kit for teaching physics 
to pupils in the early stages of secondary school, CRASH COURSE 
will keep you informed of these new developments. In the meantime* 
if you were th in king of buying your child a chemistry or physics set , 
think again, end send off to WESTEX for their electronics kit The 
company is based in Peel House, SkelmersdaJe, WNft 9 PI 



ELECTRONICS KIT 

Producer: Westex Electronics 

Retail Price: £16.95 for kit, £2.99 each program 

Age Range: 7-11 

PROGRAM ONE 



This program covers the topics of 
conductors and insulators, bulbs 
in senes and parage!, and simple 
switching. It should be used after 
experiments with the circuit board 
have been completed. The prog- 
ram is introduced by a character 
called Elect roman (as are the 
worksheets), and a nice variety of 
tunes make (he program appeal la 
the user, 
the first sect ion te&ts the child's 
| knowledge of whether a material 
is a conductor or an Insulator, Ten 
materials are offered - copper, 
steel, carbon, glass, wood, rubber, 
card, plastic, brass and 
aluminium, After the answer has 
been given, the screen graphics of 
a circuit board demonstrate 
whether or not each material con- 
ducts electricity, 

Before attempting Section Two, 
Swrtch&s, I he pupil is reminded to 

try worksheet Number Five first. 
Again, a clear diagram appears on 
the screen, with a simple descrip- 
tion of how a switch can break a 
circuit and thus turn the current on 
and off. 

This then leads the pupil on to 
i he part of l he program which tests 
knowledge of series and parallel 
circuits. For each of I he circuits 
shown on the screen, the chifd has 
to decide if the lamps will be out, 
dim, or normal, or if they are 
arranged in series or parallel. A 
brief explanation of the correct 
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answer also appears, together 
with some encouraging com- 
ments. 



PROGRAM TWO 

This has a simrtar formal To Prog- 
ram One, covering the topics of 
resistors, diodes and electromag- 
nets. Aga<n I he child is referred to 
the appropriate worksheet in the 
starter pack before attempting the 
program 
The first section, Re&$tor and 



frail thft Jtq t i 




l 



"1 



Diode, shows how these compo- 
nents aff ect the way a circuit oper- 
ates. By means of graphics and 
simple explanatory text, the com- 
puter desenbes the function of 
resistors and diodes and this 
method is continued in the next 
pad of the program - Making Elec- 
tromagnets. 

The final section tests the user 
on the simple circuil symbols 
already covered in the work- 
sheets. A symbol *$ shown on tire 
screen and Ih'j correct meaning 
has to be chosen from a list of 
seven. 

Working through the kit as a 
whole, the child will develop a vari- 
ety of skills: reading and carrying 
out instructions, interpreting and 
wiring a simple circuit diagram, 
accurately recording information, 
correctly deducing the outcome, 
designing hfs or her own experi- 
ment , and drawing a simple c ireu it 
Westex have also produced an 
audio cassette for use with chil- 
dren experiencing reading difficul- 
ties. In addition, fhey will also sup- 
ply replacement parts - lamps, 
wires, leads and so on, 



r 



Control keys: clearty explained on 
the screen 

Keyboard play: good 
Graphics: effective and relevant 
Use of colour; limited 
General rating: the package has 
been carefully thought out. and is 
based on sound educational prac- 
tice with the computer programs 
making an effective conJnbuEion lo 
the whole. 





STAR 



Producer: Mirrorsoft 
Retail price: £9.95 
Age range: older 
children/adults 

II you've evef been to the London 
Planetarium, you might have been 
templed to find out more about the 
night sky: Star Seeker attempts to 
bring the Planetarium into your 
own living room! The package a£t- 
ualty contains two programs, Star 
Seeder and Solar System. 

The first of these is a program 
which gives views ol the night sky 
From any point on ihe earth's sur- 
face, at any time from 1800 to 
2200hrs It holds Informal ion on 



500 stars in 76 different con Stella- 
tions, including all the most prom- 
inent ones, and may be used as fan 
interesting introduction to 
astronomy, enabling Ihe novice to 
learn aboul the stars visible in the 
night sky. II may also be of use lo 
the amateur astronomer as a refer- 
ence guide and practical tool. 

To begin, ihe user is asked to 
input certain information. First of 
all. the location on Earth Iroim 
which Ihe night sky is to be "vie- 
wed" my$1 be provided. This must 
be specified by ihe longitude and 
latitude in degrees, and lor con- 
venience, a table in the accom- 
panying booklet gives the exact 
position of selected cities. Next, 
the program asfos tor the direction 
in which you want in view the sky 
- North, South, East, West or over- 
head, though you can also posi- 
tion the centre of your field of 
vision towards any direction in the 
sky and alter the size of the field of 



view displayed, 

Once you have provided this 
inform at ion , 1 he program beg in s to 
plot the requested star map and 
displays it on the screen. A menu 
I hen allows a variety of options. 
The computer can [ist ihe names 
of the different constellations, with 
the stars in each flashing briefly 
when Ihe name is given. It is also 
possible for a constellation map to 
be drawn, defining the shape ot 
that constellation and making it 
easier for Ihe user lo learn to rec- 
ognise the individual star group- 
ings. You can also obtain quite 
detailed information on any of the 
p lolled stars, and even obtain a 
printout ol the star map. 

The second program, Solar Sys- 
tem, provides information on the 
Sun, Moon, planets and Halley's 
cornel.. This program locates plan- 
ets in the sky and can plot Their 
orbits relative to the sun and each 
other, and can plot the course of 



Halley's comet (which has recently 
been in view lor the first time since 
1910). One of the options allows 
you to watch the motions of the 
planets and the comet as they 
orbit the sun, and a great amount 
of factual inlormation is also 
obtainable, A very detailed bookiei 
describes Ihe operation of IN* pro- 
grams, as well as giving a wealth 
of additional astronomical infor- 
mation, 



Control keys: mostly single key 
commands 

Keyboard play; responsive 
Graphics: clear and appropriate 
Use of colour: limited 
General rating: alt you ever 

wanted lo know about the night 
sky 




4 
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tivtiiy, but what does Kail mean m 
simple language? The booWet 
does give a warning that a great 
deal of experience is required 
before correct word- portraits can 
be achieved, and that this program 
gives you just a taster, 

The programs on Planets and 
Signs teach you that each planet 
stands for a psychological princi- 
ple or related group Of principles 
(the Sun, for instance?, represents 
power and vilalily). whil£ each $sgn 
stands for a mode of expression, a 
way Of doing things. Having 
learned the basics, you can then 
lest your memory and obtain a 
final score. If yuu want to continue 
vour study of'asirology, the book- 
let recommends a couple oi good 
books and gives the address of the 
Astrological Association, Or, of 
course, you can buy some more ol 
astrocalc's programs - contact 
them at 67 Peascrott Road, Hemel 
Hempstead, Herts- 




ASTRO TUTOR 



Producer: Astro c ale 
Retail price: £11.50 
Age range: adult 

Do you read your horoscope in the 
paper every day? Have you ever 
wondered how astrologists work 
out their calculations? Well, here's 
your chance to (earn! Three short 
programs are contained on this 
tape, the first calculates your birth- 
chart according to the information 
you reed in, whde Plan&ts and 
Signs teach a bit about the 
interpretation of the Information. 
To calculate your own birihehari, 



you need to know not on. your 
date ol birth, but also the exact 
time in hours and minutes, and the 
latitude and longitude ol your 
birthplace - look it up m an atlas 1 
Having entered alt this information 
according to the screen prompts, 
you sit back while the compuler 
does the calculations. These are 
then displayed on I he screen « and 
a print-out can be obtained. 

The 16-page booklet which 
accompanies the program tries to 
explain how to read your chart, but 
I found it all rather confusing. I 
think that my ego functions in a 
pleasure -loving way, and that 
unusual acts are done protec- 




Control keys i mainly sjngle letter 
commands 
Keyboard play: good 
Graphics: none 
U&e of colour: Jimried 
General rating: rather unsophisti- 
cated m terms of screen display 
and booMet presentation, but a 
good introduction to the subject 



PHINEAS FROCG 



Producer: Mirrorsoft 
Retail price: £7.95 
Age range 7-12 

Here's a program that is definitely 
going on my shopping list! I! may 
be aimed at children from 7 to 12, 
but I haven't cracked it yet - 
though Pvt*? been having great tun 
trying* 

Phtneas Frogg is an adventure 
game wrth quite superb animated 
graphics. Taking the role of 
Phmeas Frogg special agent, the 
player has to rescue Professor 
Mole from ihe clutches of the evil 
Hamsterchiel. who is holding Mote 
captive in SLOTH - the Secret Laif 
of the Terrible Hamsters, The 
accompanying booklet contains a 
lovely story setting the back 
ground for the adventure - 1 don't 
know who wrote it. but it is quite 
wonderful' Phineas Frogg turns 
out to be a hero who is a cross 
between Toad of Toad Half and 
James Bond, and the humour 
really has you fauqhjng out loud! 

Having rend the stony, you sre 
ready to play the game. An 
mmope marked TOP SECRET is 
contained in Ihe package, hut this 
is to be opened only in an 
emergency (Okay, I admit it. I 
opened the envelope), The game 
15 actuary quite difficult, and if you 
miss a clue or make a silly mistake, 
you will have to start again. It is 



possible to SAVE your position, 
and instructions for this are given 
on the back ot the inlay card. 

There are five dirferent puzzles 
to be solved in the search for Mole 
and as little heSp is given in the 
instructions for these, the player 
has to work out the rules by trial 
and error. An added difficulty i& 
that if you are making rapid prog- 
ress, the game gets harder! Con- 
versely, if yo-u are not doing too 
well, the problems get a bit easier. 
It you do Finally manage to re$cue 
Mole, a Spy Rating Is awarded 

The Children who tested the 1 
geime lor me were completely 
enthral led by it - indeed, they 
would hardly let me have a go at 
nil . Go out and buy Phineas 
Frpgg now' 



Control keys: kept as simple as 
possible 

Keyboard play: very responsive 
Graphics: excellent, [he game is 
worth buying lor the animalrjd 
graphics alone! 
Use of colour; eye-catching 
General rating: a program not lo 
be missed. Funny, visually pleas- 
ing, challenging -ihis game has all 
the qualities to appeaJ to children 
of all ages 1 Let s have some more 
Phineas Frogg adventures' 
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Hannah Smith takes another break from writing for magazines, and spends a 
while writing about them ... in this, our third look at Fanzines. 



Bel j eve it or not, it's almost a year since the last Fanzine 
feature appeared! A follow-up was inevitable - we just didn't 
expect to leave It this lorvg. However, this procrastination has 
nothing to do with a lack of material - ever since last May, 
Fanzines have been steadily arriving at CRASH Towers We 
read them, and read them again, before entering them under 
F in the congested CRASH filing cabinet . . - but nothing hap- 
pened, Until now. 

The cleaning lady ham been moaning that bits of paper are 
all ever the office floor, and seeing as the filing cabinet is 
about to burst, The Powers That Be decreed that the Fanzine 
File be opened once more and its contents exhumed, Seven 
Fanzines were investigated last May, Have they stood the test 
of time? Or have they gone to that great newsagents m the 
sky? 



SPECTACULAR! 

Jonathan Davles dropped me a 
line to announce the appearance 
of his Fanzine SPECTACULAR. 
Jonathan and his co-producer Nat 
Pryce are still coming to terms 
with the price of fame, having won 
a Fanzine competition organised 
by YOU R S IN ClAI ft The two lads 
write and produce SPECTACU- 
LAR, and as Jonathan mentions In 
his tetter, It's not always easy to 
cover ail aspects of the Spectrum 
with such a small workforce. The 



PUBLISHERS' UPDATE 



One of the homegrown magazines 
featured in the Last round-up was 
INTERFACE, produced under the 
watchful eye of Lucian Randall I 
bumped in to Lucian at the PCW 
Show back in September, where 
he imparted to me the sad news 
that INTERFACE is no more, He 
has forsaken the rigours of 
magazine production to concen- 
trate on his scholastic achieve- 
ments - and very wise too! Hope- 
f Lilly INTERFACE will back on 
the market after the O Levels , . . 
no doubt Ludan will keep us 
informed of the situation. 

Still going strong though, is THE 
BUG - primarily run by Jeffrey- 
Davy, with considerable help from 
Jaron Lewis, Kelsey Lewis, 
Danny Marcus and Percy the 
Potato! THE BUG has Come a 
long way since its early days, and 
is now one of the most profes- 
sional Fanzines available. Written 
on the Amstrad PCW8256 word 
processor, and embellished with 
screen dumps from Spectrum 
games, THE BUG now boasts 80 
pages, crammed with over thirty 
pages of game reviews, an adven- 
ture section, a strategy help-line, 
stories, competitions and fea- 
tures, and an interesting and up- 
to-date news section! And all for 
40p! Send a cheque or postal 
order for 40p to THE BUG 
MAGAZINE, 2Q Leaside Avenue, 
M us well Hill, London N103BU. 
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academy 

CQSWA, FIST II, TAftZAK 
TERRA CRESTfl, SUPER SOCCER 
DEFCOH j AMD MORE 
REVIEWED INSIDE i 



0& HACKBK 



magazine is written on the 
Amstrad CPC464, illustrated with 
screen dumps of games (provided 
by an Alphacom printer), and pub- 
lished using a fuJi size printer 
which some kind soul has loaned 
to Jonathan and Nat, SPEC- 
TACULAR comes out every two 
months and can be obtained by 
sending a cheque or postal order 
for 35p, along with an I8p stamp, 
to SPECTACULAR, 28 Clarem- 
ont Road, Bishops ton, Bristol 
BS7 SDH. A subscription for six 
i ssues costs a mere three pounds , 




UF ID wm 

UFlllcntTE; mc-i^nfirniT 






MONITORING tiAMt* 



Huw Lippiatt is sole editor of 
SINCLAIR and COMMODORE 
MONITOR- Up until now the Fan- 
zine has b^n hand written, but in 
future it will be typed and photo- 
copied for a more professional 
feel, SCM runs to around 1 2 pages 
which are literally crammed with 
reviews, photocopied screen 
shots, letters, tips {written by a cer- 
tain Robin Andy!?) and gentle 
barter between Huw and his com- 
patriot, Jad. The writers of 
SINCLAIR and COMMODORE 
MONITOR have found a useful 
way to convince software houses 
that they are genuine l every game 
sent to them is auctioned after it 
has been reviewed and the pro- 
ceeds are senttotheNSPCC.SCM 
is selling well, with stocks being 
exhausted within half a day of the 
magazine gotng on sale. Readers 
wanting to find out for themselves 
about SCM should send 50p and 
an SAE to SINCLAIR arid COM- 
MODORE MONITOR Head 
Office, Qltfflhplm, Albion Ter- 
race, Sa Itburn-by the-Sea. 
Cleveland. TS12 1tT 



REM and REM 



Another up-and-coming publisher 
is Gary Doyle - virtually single- 
handedly he produces RfcM which 
is both a magazine and newsletter. 
The Newsletter appears 
bimonthly, and consists of an As- 
size sheet printed cm both sides 
with currant news about the com- 



puter industry, Gary gets his infor- 
mation (or the Ktewstetter from 
press releases and good honest 
hacking (of the journalistic variety), 
The magazine. REM. is a bigger 
affair altogether, running any- 
where between 1 5 and 32 pages 
Gary produces REM, The 
Magazine, whan he has the time, 
as writing a Fanzine of thts size 
single-handedly can be very time- 
consuming, Unlike the Newsletter, 



REM (The Magazine) is dedicated 
to software reviews. 

Gary's newsletter is financed by 
local sponsorship - and with the 

help Of MD AMOUA OfttCt SUPP1JE&, 

a sympathetic printing company, 
So. ft you want the newsletter, 
send an SAE to REM, The Little 
Manor, Thermion, Nr. Eye. Suf- 
folk IP23 7JJ The magazine will 
cost you a mere 40p - and a 
slightly larger SAE! 





MICROCHIPPERS 



Sack in August 1986 two lads 
called Stephen Thomas and 
James Kknrmar came knocking 
on our door here in CRASH 
Towers, They had come to do an 
interview with CRASH for their 
Fanzine MICROCHIP. I rang up 
Stephen a while back to cneck 
whether MICROCHIP had sur- 
vived the ravages of time since last 
summer - 1 thought that seeing the 
total chaos in the CRASH office 
would put them oft journalism for 
good! Although Stephen wasn't 
back from schoof when i rang, his 
Mum assured me that MICRO- 
CHIP was still going strong and 
they ware about to bring out their 
nest issue any day now. MICRO- 



CHIP is a strange combination of 
professionally typeset pages> 
which are then photocopied, with 
photographs and hand drawn 
sketches. The overall effect is 
quite fetching, But the most tmpre~ 
ssive feature is the standard of the 
editorial content, the publication is 
written in an interesting and infor- 
mative style. MICROCHIP Us 
around 1 0 to 1 2 A4 pages and fea- 
tures reviews, features, interviews, 
tips and corn petitions. On© nice 
touch is that half of the profits from 
the Fanzine are donated to the 
Save the Children Fund. MICRO- 
CHIP costs 25p h and Stephen and 
hi$ CO -writers can be contacted at 
MICROCHIP MAGAZINE, 37 
Park Race, Cheltenham, 
Gloucestershire, GL50 2RE 



UNDER THE SPOTLIGHT 



Kings Norton in a^^am^e 
base of BPOTuOHt W**f i ™5 

brand new enterprise, and sires 
E iSat everything from wrrting lo 
Suction administratiofi and 

«V JOURNAL not only tesM* 
StaKd all the latest Spectnjm 
3SS.?bu«- also to include 
such sections as a regular Ray By 
Mail column, ftole 
am reviews, and book critiques. 
And with "the mamage of computer 
and boa rd games getting more 
politic JOURNAL .jMjm 
include reviews of the latest m 



Hrt*n lamiiy games such as Tmtol 
SSt JOURNAL Should runto 
25* 30 M pages. «jnjjn 

Konof^TU^J^t 
If you'd like to see what jnuw r«u 
has to ofler, then send an SAE i to 
JOURNAL, 19 H8«K«toy 
Kinas Norton, Birmingham. 038 
5?QAi X moment there is some 
ES&t a^out the pjce ^ 

"J?? bnei letter of enqury £ 
Stephen before £\ 
mad would be a good idea. as« 
Julsshe ll have got things sorted 





REFLEX ACTION 

REFLEX started out in October 
1986 and is the only Fanzine (to 
my knowledge) to come from 
Scotland. Ewan Oalton arid Phil 
Graham share the responsibility 
of Editorship, but they gat a bit of 
help frorn Art Director Graham 
Dslargy and contributing writers 
Colin Faiies and Fraser Cheyne 
REFLEX started out as a small As- 
sise publication, but as sales 
improved its size increased to A4, 
and it now runs to about eight 
pages. One of the main attractions 
of this Fanzine is rts compact 
nature - it doesn't look cluttered, 
and gives the impression that a lot 
of thought has gone Into the pres- 
entation. Reviews are printed on 
separate pages, and surprisingly 
there is no wasted space a? all. The 
original artwork is produced using 
an Aiptiacom printer, and the 



pages are than enlarged using a 
photocopier. Screen dumps of 
games are used to break up the 
text, which gives the magazine a 
more original and professional 
look than photocopies of screen 
shots wh Ich have been 1 borrowed 1 
from existing computer mags. 

Ewan mentioned to me that a 
forthcoming feature in REFLEX 
wHI be 'Teach Yourself Machine 
Code 1 , wtiich he is in the process 
of writing at this very moment. This 
will be serialised in REFLEX over 
the coming months. As with many 
Fanzine producers, Ewan and Phil 
are stttl in full-time education, so 
they'll probably have to take a 
break in the summer to take their 
Highens (the Scottish equivalent of 
A Levels). REFLEX arrives through 
your letterbox after you send a 
cheque of postal order for 30p and 
an SAE to SPECTRE ENTER- 
PRISES, REFLEX, 21 Berry 
Drive, Irvine, Ayrshire, KA1 2 OLJ . 




When we iast ran a feature on Fan- 
zines, it seemed that one of the 
biggest problems faced by the 
home-based publishers was get- 
ting companies lo lake them seri- 
ously, This still seems to be a prob- 
lem, as software companies are 
wary of people posing as Fanzine 
editors jusl so they can get free 
games. Julia Coombes, PR per- 
son for Hewson. has a standard 
tactic for dealing with the piles of 
letters she receives from Fanzines. 
Julia generally ignores Ihe first let- 
ter, working on the basis that if the 
magazmes actually exist and are 
keen enough, theVli persevere 
with trying to obtain software. A 
good tip Is never to rely on just a 
tetter, most software companies 
won't respond unless you actually 
send them a copy of your Fanzine 
to prove you exist. And if you send 
a couple of consecutive issues, 
then you credibility rating is bound 
to increase. 

Right that's A. I'm sorry rf your 
Fanzine hasn't been given a men- 
tion, but once again I've got noore 



material than space. A lot of mags 
had to be left out because I 
couldn't contact the editors (ex- 
directory telephone numbers and 
so on), so if you are on the phone, 
staple a note of your address and 
phone number to your magazine 
when you send it m. 

Considering that virtually all 
these Fanzines are written by 
people who are still attending full- 
time education, and work on them 
is usually slotted into the home- 
work schedule, the standard is 
exceptionally high. 

Keep sending your Fanzines to 
us - and each one is thoroughly 
read before being put safely away 
for future reference. Fanzines are 
taken very seriously by those that 
write them (and people like us, 
who read them), so if you don't 
want to be left out next time we 
take a look at the Independent 
Publishing Sector, then send your 
publications to 
FANHNES DEFT, 
PO BOX 10, LUDLOW, SHROP- 
SHIRE SV8 10B. 
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WINNERS Q^T p RIZES 



Oochp Ouchl My flrigsra are horribly sore after opening a monster 
dose of Chnstmas competition entries, working out who de-serves 
to win and typing th^ir names into the Competition Computer. I hope 
you're all suitably grateful - 1 had to miss quite a few of my favourite 
telly programs as I worked into the night, sorting out your entries. 

I don't suppose you have any more sympathy for me than the 
Spiky -Haired Ones on ZZAP1, so I might just as well get straight on 
wstti the results . . . 



LA BELLE FRANCE 



Penny Gibson will be travelling 
from her home town. Bristol, flying 
from London to Charles DeGauJle 
airport in Paris. You see, iWOO- 
rames are treating her and a friend 



to a weekend in Paris. Well done. 
Penny, Everyone else who entered 
this comp collects a money oft 
voucher redeemable against 
infoqrames games. 



YOUTH CLUB 

Stephen Grant from Sussex BN1 
6LR will shortly be receiving a 
Sony Walkman and a copy of Bhj- 
tort* Why? Cos he provided the 
most humorous entry h in my hum- 
ble opinion, for the HEWttM 
Christmas competition. Five sec- 
ond prizes of a copy of fifretordand 
a cassette rack go to: C Emblem, 
Bamsley, S71 4RB; MarkQfctham, 
Manchester, M24 3 WW; Christ- 
opher J Wright. Merseyside, L63 
9HJ; Judy Falkner\ East Sussex 
TN6 1TN; Sean Cooney, Roscom- 
mon, Ireland. 

And 35 runners up each receive 
a copy of FirslQftf plus a 
poster ■ , , 

Martai Ward. North Humtj#™d*, HUlO 
BAH; WtVH* Birch, Law*, LNT mP . Jamea 
Earl. Mlddl*sax fr HAS WC; Fmdarta. K 
Twynatra, Ba33DA Lauwandeni, N+flw- 
ianda; 0**W &Wrtfactt,Oi™t»fcfcs. Hadlafd. 
Wmi Swtt Mariortb*11ti P Scotiand, FK1 
4M\ J WlKihp Fnhifvi, P01B SDH; Lit 
Prutam, B+ca, SOI 5 ASB; lafl Sumter, 
Emi, OH SKT:P Canity, Cumbria. GA11 
960; Richard Jem*, Hanla, POfl QUI.; D*r- 
ran Btacmtl. Co Durham, DL17 3JY; 
Mattmw Hvytor. Hants, SOI vUJ; Charlie 
Rrtartt, BartaWra, F*Gl3E 5JP; S CHbaon, 
Naar BrtaloS, B31i I RIj; ANitikr Maj, Scot- 
land^ WW 10T; Rhchard Andarton, Bathaat, 
@T4 30W; Ian Hail, Buck*, MK1 0 2DB; P*tf 
WattOfd, Buck*, HK1A OLQ: Steven CIH*, 
Cleveland TSfi *JA; Anion* Lay**!. Clmti- 
bdi r CA14 3JFr Andrew Karnp. SufhrilL, IP* 
?ET: Kevin Newman, Soaawi, Bfll 40*; 
Richard Payf*, Warca, B» &LT; J«an P 
Devlin, Glasgow, Q23 568 



(*tifth*K Hvhfte} 

P^tlVahon ScC't^ £fehn« 



The, -Juft qS Ebagfo 

Graeme Kidd rj 

jsc- 



Ben Stone 



^ Ri» 







In the end LP 

oot it. b to-^fe 



Roger Keaf^ 




Tre tc»™pjtf minion te 
nc<u^^ hWftxy bodteO 



<gS Hannah 
SmifF (3®. 
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tar rid**** 
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DURELL 
DEEP 

STRIKE 

B Morula from Rochdale 0L11 
30L was first out of the correct 
entries bag in this difference-spot- 
ting competition, and he wins him- 
self a radio-controlled aeroplane 
for his troubles. Lucky fellow (or 
fetlowess, perhaps). But that's not 
all - 25 runners up have won the<r 
choice oi a dureu game . . . 

Kavto WIMatti, Waal Midland*, Bft3 3J.D; 
Nitidis Lawnd, Edlnb^h, £H1i SBG: M 
OHgw. D^rtrshina, DE7 SEX; Mr M E W 
Pulpmr. SUfTty, CRO MJi J I Htflt^, Hud- 
^Wllakl, HD1 SJmCHi Uaka r Waal Mkt 
ianda, B75 SAD; Paul LongKurat, Hertford- 
shim, hp^3,4E.0l Jonathon CMiwton, Wirks. 

1UJ; David Tarn*, Wtrtt*. CV3S SAR: 
MrS J Ooft Darb^hir^p SKI 7 6TSj G Pftr- 
hlnaim, Kir^t, TNt« SD^ 1 ; H Dovie*, Clav*- 
land, TSfl 7NF; Rcmr Cartan, ChaahiP*. SK5 
SOU; Karry Fuach*. Haftt*, SOSl ftGO; 
Richard Womj. U¥Vpoctl. LISOJSi Mttchpil 
Jaod, Daftmark. Darrein CaldarwdOCl, Scot- 
Und PAt4 SOD; Tan W(h him. Waal 
Malaysia, 47300; Sa#»n Madaaw, 2«30 
Taaatnjp, Owmark; Mortn BilrTW, 
Commall, PLl£ 6PE; Stwian SfwtHaM, 
SltWs, 377 1DN; Graham Hoilinfldala. Bol- 
Son BL2 2EL; MarUfi Oe^lin, Bucfca, MK11 
IK; S P Kally, Wert Vorksiifrn. HDi 4EP; 
John Walsh, Glasgow, G42 aBfi 



GREMLIN 

JIGSAW 



A Philips Compact Disc Midi Hi-Fi 
System is winging its way to Mark 
Halward of Northants NV1 0 9EY - 
Mark's entry was first out of the 
correct entries bag in the Chrls- 
mas card comp. A second prize of 
a Sharp Ghetto Blaster goes to 



Miss Toni Wills of Leicester LE2 
3AA, and the third prize of 5 grem- 
lin graphics games goes to 
Claudio Rivera Redrado from 
Malaga Spain 29620 Finally, 25 
runners up each receive the grem- 
lin graphics game of their 
choice . . . 



NUcnofcaa Cra¥ri#¥, Lcftdan, ElO 
Graham R#id, Scotland, KY2 SAD, Torrv 
GfbHoo, Uaca, LE13 ®HQ\ M J Ar?nD*, 
Kam. TNfl ftPWi Mflrk Sihaqn. Waal York 
ahlra, WPS OPF; Scfitt HoHand, Woi- 



wKHa-mplon, WV3 UPi Stuart Ei 
MlllwaJI, EH WSi JtMl OiHL, McfthvlO, 
NNS UF; S^rricn flaa. Wa*t Soma**, RH16 
8a#n Stftpnafiftem r Nm-th^jfnbeHand, 
NfiM 3TJ: Paul lUtemmr. NqKi, 
QMf Oraafm M*cmth, Second, PAl 3mQ- 
O^an Dinttf, North Wal», LL4fl SAT; Jon 
Rota, Waal Suaaax, P021 3JZi Dtirrsn 
Jamm, North WH**, LW ME; DwvW Wall. 
Hanla, RGZ4 9PD; Mark Nydbia. Chaahlra, 
SH0 4001 aiark Rimmaf, Mamava1m H PRC 
4R£; Mareua Cwrta h temarfri, TA1D 9Nfl : 
Jc+ian Jommion. S-16234 VaWoflby. Swa- 
»n; Sttvan Martin, Wast Mkflanda, OY£ 
Srahann Priddla, Cardnt, OP3 7Jfl; 
Darren Roaa, EWi, IQ6 7 JX; DanM Blake, 
GwanL 2DT; O Martdlla, C»mbfk*9a» 
CE3 



FOOTBALL FORTUNES 



Football historians put their think- 
ing caps on for this one, hoping to 
win the holiday of a lifetime. 
Nicholas Tay*or of Cheshire SKI 4 
4DL ooltects the E1 ,500 to spend 
on a sporting holiday of a lifetime - 
courtesy of cos. Congratulations, 
Nick. The following 25 runners up 
each receive a copy of Brian 
dough's Football Fortunes . . . 



GJenn McDcwall, Ltmdun, SW1&3QR; Mr C 
Harrfa. Dorsal, BH1T 7QO; Marlt Oavirt*. 
StiaTnald, SI 2 ZOG; C-mham HCAJtmrahaw. 



Hart*. HP3 aAF; Cm RBay, LWpeoL, Lie 
2NH; JJUn Smith, flucka, HPfi 5RW : 
Mattn+w Caoka, Rhondda, M4d Olamar- 
can; Pater Rot>#won. K w^l. CTB 4 MA, Ian 
Balk CO CKjfmm r DHfl (PJ: MkchaaH Pott*, 
South Ycrttah^ra. S66 QNJ: Paul Kfehpn^, 
Mom, HQ13 OeA^ AHttifir M«y P Scotland, 
P/30 Juttn WH#lpcit. Rocndala. OL1 2 

A|mal Hanlt, Bkmlngham, B9 
Tf«w Gorman. Write, SHZ 3P£; Mrt N 
Scariatt, rtan+i f R02E BUL; Da^rtd Hotmea, 
Surr* ¥ , 0U2 6*M: Mr F Edga, Slirooahinj, 
TF1 ISA^ Jaaofi Nicholt, Nurtrjlk, PE3C 
SRD: David Tftomm, MaMlaaax. LJB5 BUM; 
David Hlil*r, Cowm, tala ol Wight: Siaptwn 
rUH. Wmfifcrtflham, B23 OOF; Colin Rattray, 
Glaagow, Gffl 3LR; Antony Oalbarg, Lon- 
don, HW1 1 0AU; a*ian Ptiin, Aljardaan, AB2 
2XS 



HOT AND 
COLD HOLS 



Watkins of Buckingham- 
shire HP7 9BB has won a ES00 
holiday - it s up to him to decide 
whether to go somewhere hoi and 
sunny or cold and shivery Ten run- 
ners up each receive an incentive 
game of their choice , . . 

Amvaw Taylor. Lanca, BB12 APE; lira J 
Waoft. Surray r GU21 4TQ^ P D Hanm^an, Co 
Ourtiafn, OL1 1M; Andraw EHartfln, Waat 
Mkmftm, DVe ZD*; Rous Stat on, Nortti 
Yortta L HG4 4JAj Alan THIyar, Avon, B&24 
?DL; & G Coofrtf , Latent**, L£fl QWU; E J 
5*1 try, Harts, EN 11 0*iL; Juadn Thorn, 
Bucka. HPZ1 &TU; Ian Buchan. London, 
SW20 OSX 
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TRENDIFY A 
MINION 

Linda Kingsford from North- 
ampton NN3 3HL supplied the 
most imaginative entry - glf I've 
gol to do now is persuade Oh id 
paint it on a shirt for me, and I'M be 
the Trendiest Minion in Town. 
Linda wins an opus Disk Drive and 
a Printer - courtesy pi konix. 
TwenSy runners up oach receive a 
konix Speeding Joystick by way 
of consolation . . . 



John Lee. 126 54 Hagerstpn , Sweden , Jef- 
frey Fugs, Bristol, CSf, ftSN. Jasper Smith. 
Moray, IV32 7NS; Kevin Smrth, Lint a, PEJi 

9RV; Sum?n Joohi, fijrtninqhiim. D24 OF A 
Marcus Jflff ti Suholk, IP 16 5Q^- Sanyay 
P*tel r Wolverhampton, WV3 OHP; Paul 
Ttllev, Kefll. DAIfi 30E; 1an Wesl, BdHtcKi. 
Lanes: Paul Hgrris, Hem. Wt>2 3PF; G Pil- 
Icnger. MmI York*. WMO 2AA; Justin 
Burnj, War M || W53 SPU; D Harrison, N. 
Rishchp-c, SlDirfurd, CM22 ?HX; Johan 
Johansaon, S-1fi354i VaHir.ghy, Sweden; 
Adtian Law«s. Norfolk, NR7 6NH; Jonathan 
Be*ch, Gwent. NPl 9PO; Aahk?y Mii&on. 
Yorkshire, LS15 HPRJ; Oavrfl Schweilzer, 
I i if! Dl ■ 5E3 DQA; D/m.ri QweflS, Suulh 
Devon. PUT 9feVT; Robert Hunler, Linen. 
NG32 1 J.B. 



MINIONS PAINTY REVENGE 



David Edge 

from Shropshire TF7 5RX, and Mr 
P A Pethers from Snowsfeld SE1 





3TD will both be joining some of 
the piranha and Newsf ield staff tor 
a day out at the Combat Zone , . . 
sometime around the Easter holi- 
days. Thirty runners up each 
receive a copy of piranha's Rogue 
Trooper. . . 

Ian Grainger, Hani a, P02 OPS; Dylan Wyn 
Owen. North Wain, LL77 8VX: J Singh, T(M- 
loril, Shrop^hir^; Ragrjr JtttUaH, Bent** 
P05 ISA: Carlos Marrairos-, London, SW4 
6AU; Stephen Taylor, Scotland, KY1 1 * EE: 
AJ^nipIr Pnjnn, Edinburgh. 6** 5AJ; Mal- 
colm Perryman, Surrey, CR3 SJE: Stephen 
P Clarice, Klrfcby, UJ2 SQL; fUtfiofcae 
wn gt |i«+wcmi p Kant, CT£ $HR; Minx S*> 
son, W«t Yorica. WF5 OFF; MJtaa Tlahe, 
Wlrti, SP4 &PM; flodney T regale , Berks. SL2 
1LB; Dtnrid Jehnson. $h*ffMti, S& VfY; 
Leigh Pr oaho, Essex., RMififlNP: Mr Robert 
GarbrleL Devon, EX 15 SEN;. Simon Tlernery, 
London, WIN IftLi N Gudablfrfc*, MHttiim 
Junction. Stirrey; Saan Burtia, Birmingham, 
B35 3RZ, Gareth Jamieaon, Dumfrtaa- and 
Galloway, DG7 UGi 5wn Coon*y, Ro*- 
common, Ireland; Snatm Brae*, Tyna and 
Waar, Sfl2G BMT; Stephen Shoulrn, Carlisle, 
CA2 ffTW; Graham Ltldi, Cumbria, CA2 
7LZj O&vid Wheitar, Wark*, CV8 1 AO; Cmta 
Tevendade, Shropahlre, SY4 3 LB: Mictiaal 
Paii, Essex, SS13 2AH; MwrueJ Auartai t 
5r.»H$, WS7 BOT; Nttfio Allan, Avon, 
Spencer Wakalam, Wliral, L6l 4Xf . 




STOP DOC 
MARTIN 
PRATTING 
ABOUT 

Michael Savage -Jones from 
London, 5W4 9HG wins an 
arjolasoft goodybag - (here were 
some very neal (Sraeme Kidd 
fnghteners amongst the entries: I'll 
start lo buifd a couple soon, and 
lei you know how they workl T- 
Shirls produced by ariolasoft are 
on their way to 25runner3-up . . . 



Sleph&n Grant, Sussen. BNi 5UH. Ke^th 
Weahn. Kent, SA11 SEX; Darren Porter, 
Norlhdnta, NN1J 6BV; Mark Phdllips, Lnn- 
don, SW1Q QMS; David Hulchmson, CltfTO- 
■and, TS13 40Z, Snaun Hill, Kent, ME 13 
Roger Kelly, Leics, LEI 2 3TY; 
Junathun L*wit;, Shnapshirc, S¥5 6HN; 
Martin ThgrHfln, D31 TS J^rpag, Sweden; 
Andrew Wintai. Northampton,, Mr 
M Furtado, London, N-3 2H*J r Sean Cooney, 
ROKOminon, Eire; Danny Amaiti, Green- 
ford. Middlesex; Paul Thctrna^, Liverpool, 
L134AD; D.inief Waliingion Warwick. 
8XJ; Slephon Ward, Co Clare, Eire-; Mara 
Westmoreland, Notts. NG12 3DE. Graham 
LL'unh. Cunibrm, CA2 7L2 SLnll Mana 
Ribanks, St: n1 land. FK i 4JH; AJan Walton, 
Lane*, BH2 3NG; Mr Jame» Qrown, Wes1 
Vorltshwe, yVFa QGO; Kenson Low. 
Middie&ex, HAfJ 3RG; Ian Treasure, 
Cornwall. T R 1 2 6HT ; □ Fan, N. Goole , ON 14 
SOS; Stephen Click, CI^M^Innd TS? OAR 



J/ "^BCRI^ 





ON YER BIKE5! 

Rosalind Whltworth from Coven- 
try CV6 SES, and Mark York of 
Glos GL2 DAP both win a BMX 
bike, thanks to elhe. Thi rty ru n ners 
up collect a copy of Space Har- 
rier. . . 



Mark Cobb. Scotland, DD4 7PD; Kaidn 0 
Keeffle, Co Kerry, Eire; Peter Moore, Weal 
Midlands, WV11 3DJi Paul Wlhwi. Scot- 
land, EH5 3HU; Oliver Byrne, Hart*, GU13 
9PJ; Steven Gf ay, Redditch r BM BOG; Scotl 
Hallam, L#+C**t*c. LE& GAL; Stephen A 
B-lowar. Sneffleld. Sa OPL; stev.in 



Robalhen. Qirrrlinahitiri. BB 10R; Gernki 
Tuohy, Co Tlnperary. Ireland; AJex 
GampoelL London, NWG 1 RE; Don Ramsay. 
WHt Y&rkahilrfi, BD2 ANN; Darren Online. 

Eland, HK5 «F; Marc Lawrarca, Herla. 
WD2 «K; Jaaon Aark, Es*bk, CM13 2TN; 
Cftrta Woodfoy, 0*r*#|, SH23 BNF; RdtMrt 
Bond, London. SEl SJCK ; Mrs C M Iddtaton, 
Sheffield, Sfl SFNs. David Parker, Lance. 
0U2 &OL; Sloohen Deary, Tyne an4 Wear, 
HE 10 BYH\ SAmvmn R Whiting, London, SE 1 i 
7TL; John MacKanxie, Mothenveil, ML1 
5«P; Oovld MurnfoHf, Portry, 5*J 4SO-; Leo 
PtUlton. Bada ? SG15 BSd; Jon Cnppa, 
Herts, WDa Chria Thomaa. Somarsal, 
TA5 2JR; Peter SAmett, Cne*hira CW2 
BVHW; Paul Hrbert, Staffs, WS7 BAE; Kaltn 
Wood, EdinlHjroh, EH1 7 7A2 ; B Shlmrnlnos, 
EaatSu»ea,TN3&e&0. 



KAT KOMP 

Flipbots are on thei r way to the fol- 
lowing ten people i . . they came 
up with sorne really neat names for 
the Katrnen that give poor old MT- 
Ed such a tough time in Kat Trap, 
theGENEStS gam^i. 



David Windoll, Kfflt, TNI 5 OOH; Ji»n 
Edwards, Esaex, C03 SLL; Phillip Kennedy, 
Nr W.gan. WNS BTX; Andrew Lon^yrlN, 
Scotland, PA2 9AJ; RsChftnrJ Storva, Hants, 
RG26 6JF; Slaven Po\otik r Wllishire, SNft 
6A¥, Shaon Falrbrother, Burlon^On-Trarrt 
DE11 9LB; Peter Mpdrm, Cheshire. Cwi 
J'JE: Brian Poole, Qotton, BLS ETA; JurstJn 
Lloyd, Cornwall, TR 15 3XF 



MINION SPOT THE BALL 



A winner receives the MIF^ANLIA 
35MM camera, and that person is 
Anthony Cox. a Lancashire lad 
whose Post Code is BB1 9NS 1 He 
came closes lo spotting the puck, 
but 30 runnera-up marked their X 
close enough to the centre of the 
puck lo justify receiving a tree 
copy of the argus game, Xeno. 

Graham Oxford, Hants, GUH 9LF; C A 
Sharp. ShetTield. S2b GE r Ross Hiflpins. 
Cornwall. L7PL 7TE. Derek Fmdiay, Cum- 
ferin. CAB 3DH; Stephen Comwroll, West 
Vortshire, Wfe 2PT; Rik Payne, Wore? .6^6 
6LT; Ian WeJlaway, ^omeraet SA20 21 F. 



Kenrtpn CmaL Ducks, SL9 OQD; Mr Carl 
Tandy, Kent, MEJO 6LS; M nrK SmcLnir , Nor ■ 
Wich, NP9 JNQ; Chris LaH^rty. Stalhclydw, 

MLZ 7DZ; A Huimes. Cheshire, WAlS 7SZ, 
Ke-vm Fisher, Birmingham, B13 DSW. lain 
MrConmHI. Mid Gbmwgan, CF37 1FLZ, Mi 
M Snee. WirTal, L49 1SP: Pavid Edge. 
Shropshire . TF7 SAX; Jorgen Jacabsen. Oh 
2500 Gloshup, Oenmark, Oaniel Gregcu- 
W s, Middle-MM, UB4, DHE, Mr Ruber! Cfih- 
riai Devon, EX1S3CN: C Phillips, Northum- 
berland, NE43 7RO; Darren Barton, Gwvni. 
NP1 9WP; Paul Bartlett, Herts. EN7 SQR; A 
W B^rkec, Cambridge , CB1 BEU; D M Shan- 
non, Co Antrim, BT36 HER; Paufl MoriiS, 
Herta, WD2 3PF; Adam Wildn, Lp.^stef, 
LEA 3Pin J Dearlmg, Cofrnvall, TR7 3EJ; 
Kevin Thompson, Ees-eK, E4 8L9; Jonathan 
WarshsH. WeM Suss*!. BNt4 ODZ, Phillip J 
Piogod- Esseji, CQ4 SPG 



Its Centre, The Queen; Your Mission, Search and Destroy, ff S What 





6 POWI MS 




Every Monday night I rush home 
from work, gobble my lea and 
quickly help Mummy Minion 
wash-up, Then I sink into the arm 
chair in front of the telly and watch 
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The Growing Rains of Adrian Mole, 
a peanut butter sarnie in one hand 
and a strong cup of tea In the other. 

It s great. I can really identify 
with poor Adrian. Heaven knows, 
my formative years are just as hec- 
tic a3 his. but f reckon that I'm even 
worse off. At feast Adrian only has 
to put up with scatty parents and 
the odd problem with his obnoxi- 
ous girlfriend. Pandora, J get all 
that , plus all the hassles of working 
for CRASH' 

I'd like to see how Adrian woutd 
cope with running up and down 
stairs carrying all the post which 
has to be delivered - at least seven 
times a day. Would he keep his 



temper when the Spi key- Haired 
ones from 2ZAPI demanded yet 
another cup of tea? (There's never 
a dean mug left for me.) How 
would Adrian tike trudging up and 
down Gravel Hill in all weathers, 
ferrying take-away curries to the 
food-freaks that work on II? I bet 
the young Mole would go into the 
throes of depression when the Gir- 
lie Tipsier practises her new make • 
up on htm and then parades him 
around the office for everyone to 
see {and laugh at), like she does to 
me. In fact I was wondering if 
Adrian would cope at all and that 
pave me a great idea for a compet- 
ition. 



Those well known adventure 
people, level a have written a 
Same based on the trials and tribu - 
lations of Adrian's Life, and it's 
called The Growing Pains of 
Adrian Mofe. The game follows 
events in Adrian's diary and the 
player tries to unravel his pubes- 
cent problems. As I was srtting in 
the broom cupboard having a 

3uick break my mind started to 
rift, Just Imagine if Adrian Mole 
got ajoto at CRASH Towers as the 
new Comps Minion . . . 

A quick chgt to those nice 
people at vthoim who are publish- 
ing the game, The Growing Pains 
of Adrian Mote, and I had some 
prizes for you to win. Compile a 
short diary (fust a couple of days or 
maybe a week) describing 
Adrian dilemmas as he has to run 
around after even/one here at the 
Towers (just like I do). 

The best diary wins its author a 
Sony Walkman, like the one Adrian 
longs after in the TV series, The 
three next-best entrants get a 
copy of the book. The Growing 
Pains of Adrian Mole autographed 
by Sue Townsend the authoress 
(coo). And then 25 runners-up 
stand to win a copy of the Spec- 
trum game. 

I was very pleased with myself 
for thinking up such a good com- 

Gstition and tokJ Graeme Kidd. 
nfortunatety Graeme thought it 
was a good idea too > So good that 
he said it wouldn't be a bad idea at 
all if Adrian Mole did get a job here 
because he'd probably do a better 
job than tne, Su)k, 

Whisk your diaries into me at 
CRASH, making sure that they 
arrive no later than 26th March. 
Mark them: ADRIAN MOLE - NEW 
COMPS MINION, CRASH | 
TOWERS. TO BOX 10, LUDLOW, 
SHROPSHIRE. SY8 1DB. 
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S| COtt^OP HITS 



FIVE 
GREAT ARCADE 
GAMES FOR THE 



PRICE OFOHE 



Voted..'.'DEST COMPILATION OF THE YEAR' 




(1984) Limi 




Janrw Nerg lives in Finland nd 
hae at heetthy Interest In com* 
pUters. He'd Ilk* a pen friend 
front anywhere in the world to 
exchange hint** tips and games, 
H you'd Ilka a pan friend In far off 
Finland than Jarme can bo found 
at 1Mb address; 
Janne Nerg, Suitsrkahf 3F56 P 
15B30 LahtL Finiand, 



Another month's Playing Tips is ready to be packed off to the hah 
lowed ones Up In Art. Doesn't it come around quickly these days? 
Once again I've got a truly breath -taking tips section 'or you to 
peruse at your leisure. There are POKES for Elite's Space Harriet 
Gremlin's Avenger, Hewson's tfretordand many, many more. There 
are complete solutions for Contact Sam Cruise and 123K Knight 
Tyme - not 1o mention some awe-inspiring maps. There are the 
three levels of Cobra courtesy of Matthew Bauer from Rochdale- Jeff 
Fug*? has drawn a dainty map for Part Two of Fairtighi JJ, and Top 
Cartographer this month is Wayne R*rch for five more of the Dread 
noughts in Undium.Top Tipster for March is J n North for his POKE s 
on Scooby Doo. Terminus and Dragon's Lair as well as reams of 
routines which are k as yel. unpnnted in Playing Tips, £20 worth of 
software will go to both these lucky lads. 

YouH be pleased to hear that the ZX Printer has been made redun- 
dant and I'm now using an Atphacom. Every POKE this month has 
been tested, scrutinised, checked and re- checked so if you can't get 
a routine to work, the fauit is either in your typing or your copy of the 
game. 

I'm currently compiling a Tips Supplement like the one Rohm 
Candy did last April - so get those POKEs, tips, cheats and maps 
flooding in, Routines that give different variations of games would 
be greatly appreciated. Now s the chance for you to gain immortality 
and notoriety in ihe paqe* of Plriyinrj Tips So get to it! 



SPACE HARRIER POKES 



Space Harrier la the latest 
arcada conversion nalamd by 
Etna. Completion pose* quite a 
piufaieiiii sa thane are a total of 
sixteen gruelling levels. How- 
ever, H you ' re a good mate of Ian 
Stoneiake from Uxbrkfge In 
Middlesex you'll have no prob- 
lem finishing the game, because 
Itm'a the author of these helpful 
POK Es, Type the Hating into your 
Spectrum, pre** RUN, start the 
Space Harrier tape and you'll 
have Infinite Uvea, Ian mentions 
in his letter that the POKE may 
look as if It lent working 



because the life counter still 
goas down. But never fear you 1 II 
atttlrwmflnlteHvas. 

1 0 REM SPACE HAR RIEFt HACK 
BY IAN STQNELAKE 
20 CLEAft 64Q0Q: LOAD 
""CODE 

30 POKE €6280,196: POKE 

65203,193: POKE fi&Uti.lTft 

POKE 66450,143 

40 FOR n^6548B TO 66494: 

READ a: POKE n,a: NEXT n 

50 RANDOMIZE USR 

60 DATA 33, 1 94. 191 , 34 , 43, 202. 

201 




GAUNTLET CHEAT 



Hat* 1 ! a lifts cheat for those of 
you who would Ilka to delve Into 
the deeper recessed of US 
Gola's Gauntlet and amass a 
huge score. I must admit that 
I Ve actually receded quit* a few 
letters tatting me of this bug, and 
fVe been just the tiniest bit 
teased in selecting the people to 
credH because they coma from 
my home town of Weston - 



Super Mare, To be precise, 
Matthew Nation and Gary Wagner 
live In a small village just outside 
Weston catted Locking, Anyway 
enough of this serf Indulgent 
waffle and on with the cheat. 
When you're playing Gauntiot 
press SYMBOL SHIFT and you'll 
be able to walk through walls! 
Gosh. Enthusiasts of this game 
know that this will considerably 
aid your gameplay. Thanks to 
who sent In 



AN OLD FAVOURITE 



Absolutely eons ago I printed 
some tips for Mastertronic's 
budget Smash. Knight Tym& on 
the 48K spectrum. Alas I didn't 
realise that so many people who 
had bought the 12BK version 
ware still having problems 
finishing the name. Sackful a of 
mall jwefi almost . P P ) have been 
pouring in since the first tips 
ware published, begging for the 
solution for the 12SK version. 
Unfortunately, I couldn't obttga, 
as I didn't have the solution 
myself. However, what should I 
find burking In the bottom of the 
post sack the other morning but 
the complete solution. Oh Jay, I 
thought Now I can pass these 
Hps on to the faithful CRASH 
readers. But don't thank me. 
Direct your 'thank yous" 
towards Neil MacPh&rson and 
Ben Borley who live near Exeter 
In Devon. Take It away lads (I 
certainly dont want ItQ . . - 

First and foremost, get theMcTab- 
1st food from Sarah and go left until 
you can go no further. Get the 
camera, go right, and command 
Klinfc to go to sleep. Go right and 
take the gas mask from Sharon. 
Pick up the advert and the pewter 
tankard. Go left again and drop the 
advert underneath the star map. 
Jump upwards and get the map 
Give the map and the tankard to 
Gordon and take the instant film. 
Give the instant film to S3E3 along 
with the camera, whkih you should 
still be clutching in your earnest 
paw. Un-wear the doak of invisi- 
bility and command S3E3 lo help, 
Take the pot of gfue and the photo- 
graph from S3E3 and go to Derby 
VI. Command him to help. Take the 
LD card which he flings at you and 
wear it. ft you're lucky, Ft should 
now con lain your photo. Go to the 
bridge, move the starsNp to 
Polaris, and then on to Starbase 
One. Communicate with the 
beings there and request an over- 
haul and a re-fuel. Beam down to 
co-ordinates 1-2-3. Pick up and 
wear the pair of boots. Make sure 
that you have the advert. Go as tar 
rtghl as possible and get tha Quark 



bomb. On the way back, g*et the 
first bag which contains potatoes. 
Beam back to the ship using Co* 
ordinates 1-2-3. Now move the 
ship to Gideon and onto Juice. 
Then go to MonopoJe via Ardia and 
Pern. Beam down to Monopote, 
co-ordinates 1-8-4, 

Whan you arrive, check that you 
are wearing the boots, cloak and 
gas mask. Walk right until you get 
to the room Neaffy Th&ra. On the 
floor you will see a smaJI triangle. 
Pick this up and walk right to 
Hooper, Take the talt&man and 
part of the sundial from him. If he 
refuses to give you either, then for- 
tify him, Move the starship to Star- 
base One again and re-fuel Move 
lo Spica. Fmd Klink. give him the 
Quark bomb and command him to 
help. Now move the starship to 
Deaf- From now on always move 
at Time Distort Five. Go to Fen-n- 
ous and onto Starbase Two. Re- 
fuel and move to Retreat via Plop 
Plop. Beam dawn (co-ordinates 8 
4-1). Once again wear the boots, 
cloak and the gas mask. Go right 
to the room with the barrier and 
cast the remove spell. Go to the 
right and get the final part of the 
Sundial from Murphy. Go back, to 
the ship and put all three parts of 
the sundial together. Cast a Light- 
ning spell and pick up the repaired 
sundial Move the starship to Star- 
base Two and beam down. Wear 
the gasmask, and walk right - 
through the first wall. ITie Tyme 
Guardians will jive you a broken 
time machine. Go back to the ship 
and move from planet to ptanet. 
Travel at Time Distort Five and ask 
all the planets to re-fuel you; Plop 
Plop, Farmous, fleet Spies, Star- 
base One, Polaris, Hestia, Park- 
land. Naff and Gangrote 

Whan you arrive at Gang role go 
to the right, enter the Time 
Machine, pick it up and wear it. 
Cast a Lightning bolt spell and 
launch the Ttme Machine. Tha 
computer will now tail you that 
you've escaped with 97%. And 
that's just as wet I because you're 
just In time for the latest Magic 
Knight adventure called Storm 
Bnnger. 
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Shootfi&l£ surface -FEimjRes 

'SHIPS onn Ta#4Wl=N 




* 




PRESENTS 




NOSFERATU CHEAT 



Piranha had a CRASH Smash a 
while back with their game No$- 
fmretv based on that famous 
Vampire, tt consist* of three 
levels which have to be loaded 
separately, This he a bit of a pain. 
If you fkevar got past Laval One 
you'll have been missing out on 
the delights of Wiamar In the 
second section. So, If you suffer 
from an inability to play Mas* 
fens ft/, than fear not, as help la aft 
hand. Brett Lowe, who lrv*s in 
Bury in Lancashire, hae found a 
simple yet effective way to get 
onto Level Two - without having 
to Mmp&afa Level One 
beromftendi 

The main reason why Part Two 
can ! be loaded before finishing 
Part One, is because the computer 



won't accept a hash sign, and the 
second section of the game is 
called Part #2. The way around 
this is to kjad in the game so that 
the tape stops at the start of Pari 
Two. Re-set the computer and 
type LOAD ""CODE 40960 and 
re-start the tape. Part Two will load 
into the computer. Now save it to 
tape by entering SAVE J PART2 
"CODE 40960, 6396 {IMPOR- 
TANT -don't put a space between 
'Part' and 2'). When you*ve saved 
the bytes, re-set the computer and 
load Nosfmtv from the begin- 
ning. Select the Load Old Game 
option (6 on the menu) and type 
'Psrta' as the filename. Section 
Two of the game will now load in 
and you can romp around Wismar 
to your hearts content - handy, 
eh? 



FIRE LORD POKES 



H&wsgn haw heel a spate of lift 
games recently, Ffreford, writ- 
ten by Steve Crow tall* the story 
of a curied lend, ruled over by 
an evil Queen who has con- 
demned her kingdom to eternal 
Are. Into this mess comes e hero 
knight, who must trade Willi the 
Queen and eventually return the 
land to normal. Last issue we 
had e map of FfrvtonJ, but H 
you're still stuck, then here are 
some POKE* a* well . Type in the 
following routine and Inchide 
the POKts the* you want to use. 
Una 105 gives the player infinite 
lives, Line 106 allows you infinite 
trading. 107 makes the hero 
knight shoot continuously. Una 
106 stops your energy going 
down when you clash with the 
fins spirits, and Ina 106 stops 
you dying after you'v* been 
caught cheating In the trading 
screen. Thanks must go to Chns 
Wild who ivea In Oldham In 
Lanes. 



1 REM FIRELORD POKES BY C 
WILD 

5 CLEAR 65535 



10 LET add = U£R "a" 

11 READ n 

12 IF n=9» THEN GOTO 15 
l3POKEadd»n 

14 LET add- add it: GOTO f 1 

15 PAPER 0: INK 0: BORDER 0: 
CLS 

16 RANDOMIZE USR 65368 
100DATAG2,25S, 55,221 ,33, 39 

101 DATA 244, 17,125,2, 205, 66 

102 DATA 5. 46. 243. 62, 255, 55 

103 DATA 221, 33,0, 64,17,87 

104 DATA 191, 205, 86, 5 
111 DATA 195, 79.94,696 

105 DATA 175, SO, 205. 134 (INFI- 
NITE LIVES} 

1 06 DATA 1 75, 50, 1 25. 1 35 (I N FI- 
NITE TRADING} 

107 DATA 175, 50, 170* 1», 62, 
7, 50* 156, 150 (SHOOT CON- 
TINUOUSLY] 

106 DATA 63, 56, $0, 166, 136 
(NO ENERGY LOSS) 
10§MTA175, 50, 3ft, 156, 62, 54, 
m t 67, 156 (STOPS DEATH 
AFTER CHEATING - USE WITH 
INFINITE LIVES POKE) 

Remember not to type the words 
in brackets from lines 105 to 109 in 
the DATA faforiough I doubt that i 
really haw to tell you this). 





EADi 
SO NEXT I 



FIRELORD POKES MARK II 



If you don't fancy IJSiftg the 
POKEs sent In try Chris Wild than 
here are some from David 
McCandless which make the 

Sme even aasier. Type In the 
lowing routine, and you 11 find 
that you have immortality - your 
knight can walk through fir** 
and naftfi** without dying. You'll 
never be caught when stealing 
on the Trading screens. You can 
stay as long as you like on the 
Trading Screens - all th* nasties 
will disappear (even the clouds 
or bubbles) , and of course you'll 
have infinite lives. 

10 REM FIRELORD POKES 
20 REM D.McCANDLESS 
30 CLEAR 65535: LET t = 0 
40 FOR \ -652B0 TO €5375 
50 READ a: POKE Km LETt-t+a 
NEXT I 

m IF t< > 6182 THEM PRINT 

l4 £flROR": STOP 

70 POKE 55327. 164: POKE 

65332, 153: REM IM MORTALITY 

80 POKE 65337, 1»:POKE 

65342, 1« REM ALL THEFTS 

SUCCESSFUL 

90 POKE 65347. 154: POKE 



85352, 155: REM INFINITE BAT- 
TERING ENERGY 
100 POKE B5357 ( 167: POKE 
65362, 167: REM NO NASTIES 
110 POKE 65367, 156: POKE 
85372, 134: REM INFINITE LIVES 
120 PRINT u PLAY FIRELORD 
TAPE FROM START" 
130 RANDOMIZE USR 65230 
140 DATA 49. 255. 255, 22!, 33, 
0,52,17 

150 DATA 0. 1M, 62, 255, 55,205, 
86 5 

160 DATA4& 241, 33,32, 255, 17, 
0.64 

1 70 0 ATA 1 , 1 00, 0, 237, 1 76, 1 65, 
0 64 

tBO DATA 33. 255, 2S3, 1 7, 254 
255, 1,0 

190 DATA 155p 237, 164, 62, 201, 
SO, 6,0 

20© DATA 62, 24, 50 t 1,0, 62, 0, 50 
21 0 DATA DO, 0, 62* 0, 50, 01 , 0, 62 
220 DATA 205, 50, 12&, 0, 62, 24, 
50.97 

230 DATA 0, 62, 201 . 50. 146, 0, 
62, 201 

240 DATA 50, 1 64, 0, 62, 0, 50, 38. 

0 

2S0 DATA 52, 0. 50 P 205 t 0, 1£5. 

mm 



AVENGER POKES 



It looks as though there's a bat- 
tle about to begin between the 
Mega Team from Stoke On Trent 
and those industrious Hackers 
from Haxby (and Pocklkigton), 
According to the Haxby lads 
they're still unrivalled when it 
comae to contributing the top 
hints In Playing Hps . And I must 
admit that I haven't heard any- 
thing from the Mega Taam in 
quite some tfme . . . 

Anyway, the H&cfcera from 
Haxby, Chns Smith, Jason Bean 
and Dereck Austin have com* up 
wtth the good* again this month. 
Not only have they sent In 
routines for Avenger and Terra 
Cr&stn, but they've also solved 
Contact Ssm Cruise. Hare 1 s the 
routine for Avenger, the popular 
follow up to Way Ot the fj(ger- 
Typa the following Into your 



Spectrum and press RUN. You'll 
then have an infinite amount of 
time - and 200 keys into the bar- 
gain! 

10 REM C SMITH, J BEAN, D 
AUSTIN 

20 REM AVENGER POKES 
30 tO AO" "CODE 
40 POKE 33071, 195 
SO POKE 33072,60 
60 POKE 33073, 106 
70 POKE 33046, 46 
80 POKE 33047, 93 
90 FOR f - 50000 TO 50028; 
READ a: POKE f r a: NEXT f 
100 DATA 33 P *6. 195, 17, 48 
110 DATA 93, 1,20, 0,237 
120 DATA 176, 221, 33, 0, 132 
130 DATA t »5 p 51, 129. 62, 201 
140 DATA 50, 207, 202, 50, 92 
150 DATA 1 60, 195. 128, 1 57 
160 RANDOMIZE USR 32766 



TERRA CRESTA POKES 



fAlSlr- 
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SCOOBYDOO 



This POKE should have 
appeared in Playing "Hps at least 
• month ago, instead it decided 
to take a short holiday at the bot- 
tom at my tips file, and only sur- 
faced this morning whan I was 
having my annual clear out Jon 
North (for ft fta he who wrote this 
POKE) la a serious opponent for 
Ole Haxby Hackers when ft 
comes to the sneer volume of 
work which he mends in . . . bet* 
tar look out lattal The beauty of 
this POKE la Ita length. It 
shouldn't take longer than a 
couple of seconds to type into 
your Spectrum. It may look as If 
ft isn't working to begin wttih, but 
be patient and it will. Type In the 
following routine and press 
RUN: 



tO REM SCOOBY D0€ BY JON 
NORTH 

20 LOAD ""CODE 

30 POKE 64027. 86; POKE 

64028,5 

40 RANDOMIZE USR &4#3 



When the game has loaded the 
border will flash, indicating tl tat the 
computer is waiting for something 
else to load- Press BREAK and 
enter POKE 29614,0 tor infinite 
lives and RANDOMIZE USR 2 5e3 
to start the game- 



TERMINUS POKES 

Terminus was a Mastertronic 
budget game released a couple 
of months ago. It was written by 
Pete Hargreaves, author of the 
monster Tantalus* Jon North la a 
fellow who's fast developing a 
reputation for POKEIng any- 
thing in sight, and Terminus 
doesn't avoid the treatment 
These POKEs will give you 
infinite lasers and Infinite 
energy. Type MERGE and 
atari the tape. The program will 
stop after the loader with an OK 
statement UST the program 
and Insert these POKES before 
the RANDOMIZE USR state- 
ment Press RUN and re-start 
the tape. The game should now 
load in as normal. 

POKE 45583, 0: POKE 47023, 0 



DRAGON'S LAIR SOLUTION 



ASTERIX AND THE 
MAGIC CAULDRON 

Jy*t to prove that CRASH 
reaches the parte other 
magazines can only dream 
about, here's a POKE from Man- 
uel temos who lives in Avetro In 
Portugal Type MERGE »* and 
nwrt the POKE before the RAN- 
DOMIZE USR statement Re- 
start your Astarix tape and you'll 
have Infinite Hves, 




DRAGON'S LAIR POKES 

Most people I know can t even 
get past the spinning disk in this 
game from Software Protects. 
Jon North has obviously had the 
same trouble In the past 
because he's devised a useful 
POKE Type H Into your Spec- 
trum and you'll find that you 
have infinite lives and the wind 
doesn't blow. Unfortunately this 
POKE only works for the dura- 
tion of the first section - after 
that you're on your own, If you 
think this Is all fairly useless, 
there are also some tips thlG 
Issue to get you through the 
entire game. 

Type In the routine bekiw and 
press RUN. Ray the Dragon s 
Lair tape from the beginning. 

10 REM DRAGON'S LAIR BY J 
NORTH 

20 LOAD CODE 
30 POKE 30772, 205: POKE 
30773, 74: POKE 30774, 1ZO 
40 FOR f-40TW TO 30B03: 
READ a; POKE f NEXT f 
SO RANDOMIZE USR 30720 
00 DATA 1 75 t 50, 43, 206 p S0 T 1 55, 
202, 195, 4a, 164 



Here's the solution to go with 
thte Issue's POKE, With m btt 
el practice you ehouM new he 
able to get right through the 
Where continually' 
in In brackets, tap or 
j>eat*a% In the stated 
direction wt Hi your JfoyaUck 
until the n» e > e we nt Is carried 
out by the character. 

tmtmtsTOtm 

The POKE should get you through 
this tricky first section withoul 
much trouble. 

BHULL HALLWA Y 

(Continually) tap forward on the 
joystick to avoid the skulks. Press 
the fire button to crush the first 
hand, and tap forward to avoid I he 
$aconti set of skulls. Press fire to 
destroy the two hands - one 
comes from the left, the other from 
the ngftl, Pull back on the joystick 
to dodge the bats, and then push 
right to avoid (hem (they follow you 
down the condor). Push left to 
elude the dlima. then forward to 
shun rt when it comes back again, 
and flnaHy right to escape from it 
for the last trrne. 

nmBummm mom 

Push up and keep your finger on 
the fire button until you reach the 
third stone. Always wait until the 
rope nearly louches the stone 
before jumping onto it. When on a 
rope, swing twice before jumping 
to the next. 

THE WEAPONRY 

(Continually) press fire to dispose 
of the ball and chain. Push left to 
avoid ihe iug. Press fire to push 
the wall beck. Push right to dodge 
the axe and then nght again to 
eschew ILMLWD) the sNakf. Press 
fire to pu$h back the Other wall 
Push left to shirk from another axe , 
Press fire to dispose of yet another 
shield. Push forward to frlude 
another axe. Push right to escape 
from the fireball before you exit 



JUMPS AMD QtOQVGOOMS 

Kill all the goons or you will not be 
able to jump to the next ramp. The 
ramps disappear after a while so 
donl linger. 

rmimmkeiMMwm 

(Continually) press fire 10 dispose 
of the tentacle from (he ceiling 
Push toft to move sway from the 
tentacle which attacks from the 
floor, then push forward to evade 
another. Press fire to dispose ol 
the two leniacles which appear 
one after another from the ceiling. 
Push nght to move closer to the 
door, then right again to dodge 
another tentacle before you exit. 

Ho POKEs lor this one I'm afraid, 
but it's easier than the first disk 
anyway. The wind doesn't blow as 
hard but ft gusts for twice as long > 
and appears at leasl eight times 

THE DEADLY CHECKER- 



Keep lumping onto a square next 
lo a knight, hitting him with your 
sword eSch time. 

TH€ ORAQON'S LAtR 

Get the treasure if possible Be 
careful as you go for the sword - 
especially at l he edge of the cliff. 
Watch out for Singe's fire. Jump 
off the ramp and Daphne is yours. 
She'll probably sigh something 
like " My Hero , . . ' » and dissolve 
into yoyr arms. I do love a happy 
ending, sniff , , . 



Hope you found some tips or 
POKEs to help you out this 
month. Don*t forget to get those 
contributions in for the Bps Sup- 
plempnl NOW! Tomorrow will be 
too late 1 *' ' 

Send all mail to the usual 
address: HANNAH" SMITH, 
CRASH PLAYING TIPS, PQ BOX 
1D\ UUDLOW. SHROPSHIRE, 
SY6 1DB • 
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THE STORY SO FAR fetched: creation's only per- 
fect (not to mention artistically unclad) human heme, 
Tamara Knight, is seeking a star upon which to wish 
me, a soft-hearted miniature neutron bomb named 
LOUSE L into a soft-hearted full sized human hew 12 
of the male persuasion - preferably with some lei- 
sure-ware thrown in. Fortunately, we have just 
escaped from a hellish place called Heaven in the 
company of a half-Cherokee former-guitarist from 
the Ike and Tina Turner Band and two short planks 
named Pinnochio. Unfortunately, we have landed 
on the planel Almlam in O'Ryan's. belt, where sects* 
rian conflict is about to crupi between some disgust- 
ingly bloated oranges called Bygotts, and the local 
leprechauns. The worst thing of all is that 1 am now 
forced to use the oldest science fiction cliche in the 
history of pulp. 11 i* my duty to inform you that the 
leprechauns are little green men. How utterly 
humiliating! 

"Bejabers!" says our leprechaun, flinging his crock 
of gold at the nearest Bygolt. "Pleased to meet you, 
Mr Bejabers. " says Tamara t a very polite, but very 
unworldly young lady. ' Ron for yer loifel tf de 
Bygoits foind out yer a Romulan Cat lick, they'll skin 
yer aloivc! And me name's Widdy Coolyew P boi de 
way, pleased ter mcechcr. 11 Now 1 happen to know 
that pacifism is second nature toRygocts, The trouble 
iii that their first nature is homicidal mania. We make 
a run for it, but the Byeotts are everywhere, leering 
and jeering, panting and ranting" Eat up yer greens! 
Tamara emits a perfect yelp, and asks what we should 
do, to which the leprechaun ye Its, "Don't ask me 
darlin\ ask de bloody Tinkers'" A swarm of leprec- 
hauns attacks the huge bulk of the nearest giant 
orange, renting ii asunder - but the sunder would 
rather be purchased outright. ( WARMNG: the fol- 
lowing bit may he offensive to some vegetarians). 
Shreds of pith are ripped from the living flesh of the 
orange warriors. The little green men arc sprayed 
with juice and bombarded wuh pips. Several arc so 
badly injured that they will remain vegetables for the 
rest of their lives. Many Bygotts are liquidised before 
our very eyes, crying "King Bully fer ever". Mashed 

Gulp and splattered chlorophyll ooze underfoot. The 
'prechaun calling himself Widdy Coolyew is cruelly 
tossed in oil and vinegar, but he manages to shout to 
Tamara* "Bring me a handful of dat Bygott pith, 
quick! If de rest of cm can see dere leader's dead, dey 
moight boggeroff." 

Tnis is hopeless. I frantically search my data banks 
for some useful information to get us out" of here, but 
the only suitable reference I have for this planet is 
11 all knowledge is to be gleaned from the Tinkers," 
The poor little leprechauns arc slaughtered. "Hie nth 
tittle leprechauns buy their way out of trouble. The 
Bygotis gather round us, menacing and semi- peeled, 
It is quite disgusting. Their focus of attention seems 
to be Tamara. who is still clutching the fibrous tissues 
of King Bully of Orange, the Chief Bygott, to her 
bosom. She is unceremoniously dragged from the 
battlefield, bartered to her knees (they prefer meat in 
batter) and forced head down over the stump of a 
dead tree. From the midst of the vengeful mob a 
sinewy blood orange, stripped to ihe navel slowly 
makes its way toward us.. It carries a great sword, 
glinting and spattered with glutinous green essence 
of leprechaun. 

"If she dies* t dk, and so does every other 
living entity hereabouts. At least I can do 
something constructive for a change." 

The executioner's sword is raised above my poor 
Tamara h s beautiful neck. There is absolutely niching 
I can do to save her. In a blinding flash of realisation , 
bred in the wild and released into captivity, I know 
that f cannot live without her, and more to the poinl 
this story will be somewhat redundant without its 
heroine. So thai's it then' only four poxy episodes 
before Tamara Knight, in (erga lactic sales- being for 
the Macdonalds Teleporter Corporation, and the 
only perfect human being in existence since the 
mythological robot-goddess Annbrownsmirrah. is 
about to die. There is only one ludicrously melod- 
ramatic thing left for me to do, I will fulfil mydestinv. 
At the munieril when ^hss terrible sword decapitates 
Tamara, and severs her guilder head from her 
blameless body, I will detonate myself, and reduce 
this entire saga to radioactive dust, If she dies. I die. 
and so docs every other living entity hereabouts. At 
least t can do something constructive for a change. 
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"Goodbye Louse" says Tamara H in a small, calm r 
perfect voice What's good about it!'' Death can often 
be fatal! I hurriedly re-combine my molecules and 
cease to be a dirty dog tooth in her perfect mouth, ft 
just woutdn'i be righl for her to die with such a 
blemish in her chops, Instead, with her perfect saliva 
still clinging to my unworthy carapace, I transform 
myself into a little tea-brown birth mark, or should I 
say ironic death- mark, the back of her neck, just 
where these miniature black hairs of her nape meets 
the fluffy down of her spine, just where the sword is 
aimed for, just as the last terrible command is given 
and a voice screams the order, "CUT! 11 Goodbye 
Tamara, I loved you as much as it is possible for a 
neutron bomb to love the spirit and flesh of a small 
but perfectly formed innocent, whose age and EQ 
both register as sixteen, goodbye, goodbye, good- 
bye ... ir 

"Who IS that girl with thi* chopper over 
her head, as the aefwess said to the bar 
steward. She's not in the SCwjpt . , , " 



I prime my detonator, squeeze my trigger, kiss her 
neck and hear the prissv voice screeching a string of 
hysterical orders, "Cut! Cut! Cut! Who IS that girl 
with the chopper over her head, as Ihe actwess said 
to the bar steward. She's not in the scwipt. is she? 
We"ll have to shoot this WHOLE scene again! Some- 
body pour me a dwink of milkywilks in a'dirty glass, 
and pui some clothes on that stupid girl's 
extremities. You therel yes YOU, the little wooden 
puppet and the ha!f-cherokee guitarist fwom the [kc 
and Tina Turner Band, scwape up those corpses 
pwomo, and get the pwops department to bwing me 
a fwesh batch of those fat orange thingies and tepwec- 
hauns lo kill. Oh cwipes? What a WOTTEN day; 
thwee million ewocks of gold over-budget, some gir- 
lie wandewing onto the set, a pile of wotting native 
fleshy pons, and worst of all I've just broken my 
fingernail!" 



s 



Who is this sweaty idiot, dressed up in a safari suit 
with a silk cravat wilting beneath his chubby pink 
owls? Well, whoever he is, Tamara has been saved! 

y beautiful hostess will live to fight another day! (or 
in our case, another five minutes). "The 
Impcdimentcd idiot seems to be beckoning for Tam- 
ara to join him where he sits on a folding canvas chair 
with "Sir Dickie Asteroid. Designer-Conflict Direc- 
tor" stitched on (he hack sequins, I scan my memory 
banks to remove the negative from this nonsense: 

Designer Conflict: in certain sectors of the Gal ray. 
especially Taurus Excrement us and O'Ryan's Belt, 
randomised warfare is considered much loo danger- 
ous to be left in the hands of politicians, industrialists, 
the military and the church. In these regions, all con- 
flicts are handled by advertising and marketing agen- 
cies. Warring factions are endorsed by competing 
sportswear companies, package holiday operators, 
breakfast-food producers;, sanitary-ware manufac- 
turers, arms dealers and washing powder corpora- 
tions, and all proceedings arc holoviscd. The winner 
of any Designer Conftict is declared as a result of 
public opinion polls, registered by the operation of 
the remote-control handset of domestic holo vision 
sets, (NB: certain Designer Conflicts are sponsored 
by popular game shows, wherein the lucky contes- 
tants are able to commit genocide il they can answer 
a few simple questions - and all on live breakfast 
holovision). 

So that's it . . . the old Vietnam seam' And I am 
not in the slightest bit surprised to discover that Sir 
Dickie Asteroid is under contract to none other than 
Macdonalds' biggest rivals in the whole wide uni- 
verse, the dreaded Cocacolanisation Corpsl They'll 
grind my Tamara up for lavatory paper if ihey dis- 
cover that she is working for the dirty Macs! But 
before I can warn her, (he loathsome Dickie peers at 
Tamara h s bundle of Bygotl skins and demands, 
"What's this load of wubbish r you wuddy 
wenegade?" Tamara smiles as sweetly as anyone can 
smile who has just escaped decapitation, bats her 
eyelids, licks the perfect sweat I'rum her perfect upper 
lip and answers. " I was just taking the pith to Widdy 
Coolvew , , , lh 



Part Four 



"Stunt man, you see this wicked wude 
wench? * 'Yes, Sir?' *WeJJ wuddywdJ 
STUNT HER!" 

"WHAAA?!" screams the offended bladder, 
1 How DARE you widicufce me] How DARE, you 
mock my little affliction! Vou wotterr Tamara 
seems puzzled, si Whai a "You're doing ii 

again you little WOTTERr "What a what?" "You 
wotten wuddy wotten wotterir Sir Dickie has turned 
a very fetching shade of purple and puce, and n 
fetches his en Li re film crew back onto the battlefield. 
"Where's my stuni man?! 11 he bawls. "Here, Sir" 
snarls the stunt man who resembles a cross between 
a fork I If i i ruck and another fork lift truck. "Stunt 
man. vou see this wicked wude wench?" 41 Yes, sir? 11 
"Well wuddy well STUNT HER!" 

The moron picks up the execution* sword, swings it 
at Tamara 's terrified body, misses and neatly am pa- 
laces Sir Dickie Asteroid's left buttock. Yourheroine 
and her companions tiptoe away, leaving the 
Designer Conflict Director complaining about the 
stains on his freshly laundered irouscrs. I nuzzle into 
the nape of her neck, happy again, and advise her to 
search for the mysterious Tinkers that little Widdy 
Coolyew was blathering on about, and whom my data 
hanks endow with so much power, If a Tinker really 
exists, he might he able to lell us how lo wish upon a 
star. Then we cold stop having 1hesc ridiculous 
adventures, Tamara could visit the toilet and have a 
bile to cat. and I could he transformed into a soft- 
hearted full sized human being of the male persua- 
sion, preferably with some leisure -ware thrown in 

It is Pinnochio r ridi ng on the shoulders of Jimminy 
Cricket aka Jimi Hendrix who moves the plot along 
not a little. He rubs his forehead in amazement, hur- 
riedly extinguishes the small boy scout fire that spon- 
taneously ignites there, and points to a battered 
wooden signpost leaning like a crossroad drunk, 
upon which is carved TO THE TINKERS 'Gosh! " 
says Tamara . ,fc What can it mean? 11 We all ignore her 
perfect stupidity, and make our way along an over- 
grown, twisting pathway, following the sign. We 
carefully avoid the minefields, quicksand r tripwires, 
budget software, the snake pils s piranha lakes, ban- 





nic landlord videos, the rai traps, tiger traps, von 
trapps f and fall headlong into (he first ran/woman/ 
wooden-puppet trap in our path. 

We are falling, sicking and screaming into the 
slinking void. (Well whai did you expect? A rest- 
room to materialise, ccjmpkte with waitress service 
and extensive whine list?) As we land, a rest-room 
materialises, complete with a leprechaun waitress 
proffering an extensive whine list. My sweet Tarnara 
is overjoyed, but not in the slightest bit surprised, 
and as we have not eaten for the last three planets, 
she asks what food is to be had. "Sure dere's no 
bleedin' meat, but we got pteniy of oranges. " Tam- 



ara lets Pinnoctuo order for her. and excuses herself 
for a vts.il to the toilet I suppose I too will have to get 
used to these little human weaknesses after we dis- 
cover a star upon which to wish tne. 

When we return from my Hostess 1 ablutions, Jimi 
Hendrix and Pinnochio have disappeared. Maybe 
puppets have to go and have a sawdust or something 
"We got some meal now, miss." says the miniature 
waitress, "noice and fresh if yer don't moind de bits 
of wood in it." For some reason thai I cannot quite 
explain, a shadow of doubt flits across my printed 
circuit boards, but no matter. Let's see the whine list. 
"Can I have some whine, picase," l ama ra requests. 
"Sure and whoi not. Yer allowed one whine. Just 
moan it at der Tinker Tarnara spins around looking 
for this mythical fount of all knowledge, but fails to 
spot anyone c xcept the wail ress fc an d a pile of clol hing 
remarkably similar to those worn by Jimi Hendrix 
and Pinnoehio. 

1 scan the room with my sensors, but there are no 
other life forms here, "Urn. excuse me/ 1 says Tarn- 
ara, 1 'exactly where is this Tinker, and can you tell 
me where my friends have gone, please? 1 ' 'Sure yer 
companions are tumin in dcrc gravy, and de Tinker 
is on de table in front of yer. Now if yewl scuse me 




oj'rn bein written oul of de plot, cos oi was only 
included as a sinister female for a bil of sexual equal- 
ity . . . " and with these obscure words, the leprec- 
haun waitress disappears with a slight odour of chip 
fat. "Where's she Tinker, Louse ,? I can l see anything 
on this table except the whine lisi." And tin: whine 
list says, "Den by a process of logical deduction, I 
musl be de Tinker!" 

Well, here's a turn up fur the book. The greatest 
intellcci in the entire siar system of O'Ryan's Belt is 
a talking sheet of badly printed A4paper half blotted 
out by snail trails from the plane! Tippe*. "Ok do not 
talk sheet" , says the whine list, mis- reading my mind. 
Tarnara wrink les he r nose H and gal hers he r thoughis 
Not an easy task for her lo achieve simultaneously. 
"Urn. hello? Hello? can you tell me why ..." 
'STOP?" I instruct Tarnara'. before she destroys our 
only chance of finding the wishing star. ' You are 
only allowed one request, which the Tinker musi 
grant. FLt-ASI: don't waste it Tarnara. Think very 
carefully before you speak. " She smiles at the whine 
list, runs a perfect ringer over it and says, "But why 
do l hey call you the Tinker?" 

*TII *\myn be i neutron bomb, never * 
man* What n life! " 



Ho hum. So that's it then, our only chance of 
salvation gone, and I've just realised what those 
ketchup stains on the tablecloth really are. Poor Jimi, 
Ah well , nearly at the end of this episode, lei's hear 
what the Tinker has to say and just sit around waiting 
for the usual crummy crisis. Who cares, I'll always be 
a neutron bomb, never be a man. Whal a life! "Dey 
call me de Tinker, "says the Tinker, "because I fink". 
Therefore I am." You know, sometimes I feel like 
detonating just for the hell of it . Tarn ar a is si 1 1 try i ng 
to work out i he quotation from the Irish philosopher 
Des Carthy. when the Tinker pipes up, "Well hurry 
up den, yer allowed one question each, so let's 
hcarin' from de sentient birth mark on debaek of yer 
neck! " I cannot believe rny inputs! It means me? We 
arc saved! Oh Htad Oh joy ? On gel on with I he narra^ 
tive. I tune one of my outputs to the Tinker's fre- 
quency, and ask the vital question, clearly and pre- 
cisely , iJ Show us how to giet to wish upon a star where 
all our dreams come I rue. " 

The tinker links, er. thinks, draws itself up to its 
full beighi of 297mm and delivers the answer, the 
solution to my fulure happiness with Tarnara Knight. 
"Sure yet eejii, it's not a star yer after. Where you 
want to be is de planet Astar. Dat's where all yer 
dreams come true. Youse take the M42 out of 
Alnilam. keep going, past Castor arid Pollux, 
then ... ah to hell wid it p 0:11 take yer there mesdf . 
Oi bought dis great teleportcr booth from a Mac- 
donalds sales rep last Tuesday, and Oi've bin dyin let 
trot it out", 

Liltle does the Tinker know that living ih exactly 
what happens every time a Macdonalds Teleportcr 
sends a copy of its passengers off h and drops the orig- 
inals through the floor to be made into hamburgers. 
But who cares about that. Unbelievable happiness 
and fulfilment is about to be mine, when I am wished 
into human form as Tamanfs consort. She giggles 
with undiluted pleasure bracing her limbs against the 
walk of the Tinkers teleportcr. to avoid hamburger 
hood. We are instantly transported to ihe planet 
Astar, and just as instantly left there by ihe Tinker, 
who has forgollen to turn the oven off. And good 
riddance, say I, there's only room for one synthetic 
supcnntelligence in this story, and that's me. 

And what a beautiful place this is! Much quieter 
than the idiotic battlefieloW Alnilam, much prettier 
than the hell-on-earth of Heaven, much less pretenti- 
ous than Ihe high-tech of Amnesia and nowhere near 
as smelly as Pynkfloid. Astar will become our private 
Paradise, our very own Barrat podule. "Well. Tarn- 
ara , what do you think of it so far?" ] ask, readying 
myself for manhood, and trying to decide whether or 
not to have a small moustache. Tarnara hesitates, 
'\l ... I'm not sure Louse. I've got a funny feeling 
we should be very careful whal we say around here . 
It feels like the whole planet is listening . " Ha 
haf" I cry. H you don't say! You must be kidding . . , 
you ... 11 Whoops, L seem to have been somewhat 
preoccupied with my future moustache, and rny 
words have had a rather drastic result. No sooner 
have I spoken , than Tarnara's mouth disappears, and 
she gives birth to two tiny goals. Well hush my 
mou - hngk? 

To be continued . * . 
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SUPER 
VORCON 
WARS 

Super Vorcon Wars Is. to quote 
from the precise ruiebook, Jk an 
enhancement of the long running 
and popular, computer moderated 
Vorcon Wars*" I couldn't have put 
it better myself : SVW is a genuine 
enhancement of VW (which I 
reviewed in July 1986)-. The 
game's features have been 
broadened and developed - but 
unfortunately the pnce has also 
gone up! John Nicholson, foun- 
der of vorcon games, released 
SVW to complement, and not to 
replace the Original. The new and 
improved features of SVW reflect 
all that John has learned about the 
game during his four years ot mod- 
eration. So, what is so special 
about SVW} Ja tt any better than 
the original? It is worth the extra 
40p per turn? And. most impor- 
tantly, are its players having fun? 

VORCON RE-CAP 

As you may or may not remember, 
Vorcon Wars is a sixteen-player 
game of global strategy and diplo- 
macy - wrth the ultimate aim of 
gaining power over a fully circurn- 
navigable semi-developed world. 
The planet of Vorcon is divided 
into "hexes/ each hex having its 
Own function [aghcufture, indus- 
trial, forest and so on) and lon- 
gilude/latitude position. These 
hexes must be captured, and 
defended by deploying armies 
about them - thus expanding the 
amount of world controJIed. Diplo- 
macy is often ignored, and battle 
soon erupts when players meet - 
and can be anything frgm a minor 
skirm ish to an all-out n uolear bash . 



That, very basically, is Vorcon 
Wars. Super Vorcon Wars is an 
attempt at improving this master- 
piece of simplicity and payability! 

THE DIFFERENCES 

The basic differences and addi- 
tional features of SVW in compari- 
son to the original are: new land 
types h revised hex layout, subordi- 
nate commanders, spy satellites, 
running points score (which can 
grant your commander a Super 
Commander status - very effec- 
tively raising military might), addi- 
tional options and diseased food 
supplies. This may not make much 
sense to non VW players, but the 
rest of you will know what f mean. 

HEX 

Should you prove super- efficient 
at stockpiling food supplies tor 
your forces, diseases will become 
rife - destroying your stockpile 
very rapidly. To overcome this 
difficulty, the Laboratory hex has 
been created: when disease 
appears, you must set up one of 
these to discover the antidote. 
Once the antidote >s discovered (at 
economic expense) and the 
stockpile has fal(en H the probiem 
vanishes and the lab is destroyed. 
This prevents players from 
stockpiling so much food that they 
needn't worry about feeding their 
armies during battles. 

SUBORDINATES 

A problem encountered by many 
in Vorcon Wars Is the limited range 
of your commander's effective- 
ness when moving armies. Your 
troops can only be moved when 
within viewing range of your com- 
mander (the VW equivalent of the 
Chess King - a very important 
entity). In SVW, subordinate com- 
manders can be created to control 
a minor campaign on one border 
while your main commander has 
an additional print-out sheet. This 
feature allows a greater use of 
strategy, yet it could be argued 
that it de-limits the use of diplo- 
macy {a powerful piayer with many 
subordinate commanders has (ti- 
tle need to trust in allies}. 

SPIES IN THE SKY 

In the revamped game, satellites 
can be 're-directed' away from 
your commander's location to any 
co-ordinate you choose to spy on 



I 
I 
I 



This coupon entitles me to 




with m Super Vorcon Wars Start-up 
(Valid until the end of March 1007) 



- effectively allowing you to keep 
an eye on the opposition while you 
temporarily play semi-blind. This 
switching of orbits cuts down the 
satellite's Nfe, bul it is a useful idea. 

OTHERS 

Additional options and land hexes 
exist (o accommodate the fea- 
tures covered here. There is cer- 
tainly more scope for strategy with 
the use of subordinate comman- 
ders and spy satellites, but only 
time wilf tell how the game goes 
down . . , 

CONCLUSION 

SVW is not necessarily a better 
game than the original, although If 
you are looking for a fast tur- 
naround game that has a lot ot 
scope, then it may well be the bet- 
ter option - if s up to you. SVW 
does cost more to play though. 
Vorcon Wars costs £ 1 .00 per turn F 
while Super Vorcon Wars comes 
in at £1 .40 (which can be weekly, 
fortnightly or every three weeks}. If 
you would like to play in SVW, sim- 
ply post £5.00 to voticoh games, 
CRASH Game, Juniper, 
Bracknell, Berks RG1 2 4ZG. Th is 
pays tor the rutebook. starl-up 
pack (first printout and a world 
map) plus the first two turns. Cut 
out the coupon on this page and 
post it along with the £5,00 start- 
up payment and you will receive 
an extra two free turns, bringing 
the total up to four turns before you 
start paying anything elsel The 
offer is open until the end of March, 
so use it while you can! 



PBM FORUM 



SPORTS 

Dear Brendon, 

Are there any PBM sport games, 
other than those based on soccer? 
CMs Cwmtfl, Hedge End, Hants 

Yup, there certainty are, I shall be 
covering an American Footbali 
game next issue - I've also heard 
rumours of a cricket game that's 
underdevelopment, f will fill you in 
on the details should they be for- 
warded to me. Does anybody 
know of any amateur non- football 
sport PBM games? 

VERY TIGHT! 

Dear Brendon, 

After joining Starglobe a few 
months ago. I have been venturing 
about the globe discovering stars 
and sending messages. In 
December's CRASH you wrote 
that ships with a 'sending mes- 
sages' score greater than twelve 
may send tight beam messages. 
Hmm, I have forty-four points, but 
have had no indication on my 
print-outs of this new ability. How 
exactly do I send these mes- 
sages? 

M HlhttflFij Slipper? PI&dc, London 



i 'm sorry to say that I shall not give 
away the 'secret' of tight beam 
messages. The point to remember 
when playing Starglobe is that the 
MulholJands designed it to be a 
game of d isco very : Where's the fun 
if you are told how to do every- 
thing? The best advice I can give 
you is to experiment with your 
sending messages order; it is also 
worth seeing if PRIOR, Main Com- 
puter's data banks hold any 
clues . . . but I have said enough - 
try it! 

BK 

A COMPLAINT 

Dear Brendan, 

Although I find your column both 
interesting and informative, I 
would like to complain about your 
' overview ' of Saturnalia in the 
Christmas Special. 

You gave the impression that 
the game was both boring and 
mediocre. Your overview hardly 
touched on the politics of the relig- 
ions, and on the feuds that go on 
between them! Not even a mention 
of the degree of planning and dip- 
lomacy that is involved - elements 
of strategy and war-gaming come 
in when battles or confrontations 
are being planned., 

Fame is surely what most 
people aim for; surely calling it 
multi-player was an understate- 
ment, Saturnalia has over 1,000 
players, and was voted Best Game 
at the First British PBM Conven- 
tion! 

TTiat concludes my grumble. 
Thanks for writing such a good 
column, soon may it spread to four 
pages! 

J Cottrell, Bamnglon, Camtre 

/ am sorry that you disagreed with 
my overview of sloth enterprise "5 
Saturnalia game - aacft to his o wn 
is what f always say. I based the 
overview on the feeiings passed 
on to me by readers and friends 
alike who generally seem to rave 
about this game; this (to me) 
appears to be a safe way of writing 
about a game. Still, your letter has 
put the record straight. By the way, 
I personally do not use the PBM 
Convention Awards as a yardstick 
for my column's contents as they 
do not represent a true cross-sec- 
tion of the players' befiefs r The 
FLAGSHIP FACTORS (where 
available} are the most accurate 
reflection of a game 's quality, and 
it is these statistics that I try to go 
by. 

BK 

PLEASE 

Dear BrenrJon, 

Please, please, please, please, 
please (etc) ask Uoyd to publish 3 
photo of his typewriter!!! 
A Ctfllngwwd, Spring Park, Klngs- 
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Lloyd? 

BK 

NOT VERY WHITTY 

Dear Brendon, 

I am a long time CRASH reader 



and RPQ player. As one of my hob- 
bies being Football, I leapt at the 
chance of playing Guy Whftty's 
PBM football game mentioned in 
your column. After receiving an 
Info sheet, I set Mr Whatty £7. GO to 
start up and play the game. For 
reference, my team was named 
"Garlic United' {account number 
C29) - a member of the C-ARLA 
league. Since sending these 
detafls and the ca&h to Mr Whitty's 
address I have heard nothing. 

Four months ago, I posted him a 
letter in an attempt to discover why 
I had heard nothing trom him. 
Please could you help me - have I 
tost my money, or did I do some- 
thing wrong? 

S William, 17 Witter* Avenue, 



t have received a number of fetters 
on this subject, and personally _ t 
am quite worried about what is 
happening here, I have written to 
Guy Wh • r fy out am yet to receive a 
reply, is anybody out there actually 
ptaying his game? if so t then 
please write in and teit me. If you 
are reading, Guy, ptease either 
come up with the goods or refund 
your applicants' credit by cash, 
postal order or a guaranteed 
cheque. This matter cannot con- 
tinue like this tor long. 

BK 



OUT!!! 




Deaf Brendon. 

Has a PBM game GM the right to 
throw you out of the game, or to 
stop the game without a refund - 
even if you are in credit? 

G Council, Hsdg* End, Hanti 

Yes, the GM does have the right to 
Throw players out of his gam& r if he 
tias good cause to do so (if the 
player has broken house rules for 
example), He can also stop run- 
ning a game without notice (al- 
though this is not a very good way 
to make a company popular)* The 
GM should, bylaw, offer you a cre- 
dit refund or transfer - perhaps to 
another game - so don 't worry! 

BK 

IT'S A SHAMES 

Dear Qrendon, 

Three months ago I wrote enclos- 
ing a large SAE, asking for details 
of It's a Crime! as mentioned in the 
July 'B6 issue of CRASH. I am yet 
to receive a reply. Could you 
please investigate, and send the 
details requested if possible. 
G BuriuJl, Frtzroy Square, London 

/ long since forwarded alt Crimel 
applications to kjc games Not so 
king ago, they finally sent out all 
the requested rute books {so I am 
informed). I suggest that anybody 
still wanting should write to: IT'S A 
CRIME* START-UPS. Crash OAP 
Dept. KJC GAMES, 5 Vicarage 
Avenue, Cleveleys, Lanes FYS 
2BD 

BK 

That 1 * all for this month 1 s PBM 
FORUM - keep those tetters 
coming! 



March is a merry month for maraud- 
ing maniacs {who arc, do doubt , all 
as mad as a March PBMer , fc + 
Anyway and anyhow, here lies this 
month's list of successful candidates 
for the DIPLOMATIC DIREC- 
TORY P + . 



#001 Adrian Neil 

48 MarJfctstead Estate, Kirton, Bosion, 

Lincolnshire PE20 1SL 

GAMES: Vorcm Wars 72 & 78; Capitol 

/S; Eartmvoad 52 ; Arcadia oV Star Empires 

l;Ctmttu£U 

#0(12 Jason French 

78 Princes Road* EUacumbe, Torquay 

TQI 1PA 

GAMES; Vorcm Wart 75 (Commander 
BUTAD) 

#003 Trmvii Smith 

27 Shannon Crescent , Braunstonc Frith- 

Leicester LE3 6NW. 

GAMES: Surg*** 4 < ss BelUJuHe) 



*W Robert Darbrshire 

22 Thornton G*tc> Clevleys* Ijiks s FY* 
1JN 

GAMES: Ii'i A Crime! I {Death War- 
rion)i ffy A Crime! 4 iMegacily Blues) 

#005 Smart MilJin*hip 

17 Gra^eney Gardens, Arnold, Nolto- 
B ham NG5 6QW 

GAMES: Vctam Wars 75 (Commander 

SHUTUN) 

+ MM Mi G G Manganoni 

109 Kings Road, Farncombe* Surrey 
fJU7 41 

GAMES : Saturnalia; CmHrnoffs Work; 
Explorers of Orion; Lands of me Crimson 
Sun; Aes; Mark of Chaos; Untamed Ismd; 
Vesuvian 

#007 Mr C J McCarthy 

39A Seavkw Road, Liscard, WaJltsey, 

Merwyside L4* 4QN 

GAMES: Siarglohel;Star Empires I; 

Vorcm Wars 19; Saturnalia; Fleet Af cm* 

0euvresPlQ7 

+0W Scntl M atl arlanc 

2 Brtnamaidc Terrace , Coetorphine, Edin- 
burgh EH L2 7LZ 

GAMES: Vomm Wars 60; Super Vorcon 
Wars 77 

#009 Paid Davidson 

*] Waierkw Road 3 Prcsrwkk, Ayrshire, 
Scotland KA9 2 AA 

GAMES; Vortm Wan 60 (Commander 
PhPISH); Arcadia; Conquest 

#01® KevWftftty 

9 Clarkaon House* MaysouJc Road, Bat- 
tel, U>ndon SW It 2BP 
GAMES: Earthward 30 



#011 Ian Hudson 

53 Deeprnore Close v Alrewas n Nr Burtnn- 
upon-Trenl, Staffs 

GAMES: Vorcon Watt 65 (Commander 
PBSTIB); Super Vorcm Wars 7 7 {Com- 
mander m UGAD); World of Vengeance 
(Jim's Invmnblcs rw Bury Si Edmunds) 



#012 Gareth Evans 

4 WhilcLands Road, Thatcham 1 New- 
bury , Berkshire RG 1 3 4 AR 
GAMES: Arcadia 6 {Egg Gmrwte) 

#013 Mike A dam* 

774 Hnlmefidd Road, Liverpool Mersc- 

yside LK9 WQ 

GAMES: ^bw« Wars; Cmattiit; It's A 
Crmv: l 4(Pneiu) 

+ 014 David Lane 

23 Flurence Road, Wesi Bridgforo\ Not 

ungham N92 5HR 

GAMES r Casus BetH 5; Player 16 

+<H 5 Martin Higgin* 

WaLScsey Road, Wailcwy. Mersevsidc 
L44 2AG 

GAMES: Vmcon Wars 72; [ft A Crime! 4 
#016 Chff Frost 

17^ Queens Rufld, Leicester LE2 3FN 
GAMES: Saturnalia y Arcadia; Ear- 
tkwaod44; Kings of Sunt 17; Arcadia; It's 
A Crime!; Stoords and Shields 

+017 Robin ru d> n Vaael 
SmaiigdJaan 1 72, 23 32 BX Lddch* Zuid 
Holland, Nciheriands 
GAMES: Vorton Wars 72 tCammmdtr 
TREBim; Siarghte i (The Dutchman) 

#018 P BruAstan 

Cae Man Pwn House* iTwmaslown t 
Menhyr Tvdfilj Mid Gtamorgan, South 
Wale* 

GAMES : li t A Crimel 2 (Death) 

#019 Stew Vtclcen 
2* Swuitan Court 3 Harrogaie KG2 0BB 
GAMES; Swcer Sm; Saiumalia; Ii's A 
Cnme! 4; World of Cham 

*020 fiamaby Dellar 

1 1 Priory Grove, SttscScwcll, Loodrtn SWS 
2PD 

GAMES : Siargiobt 4 

#021 Stephen KoU 

27 Rosemary Road, Sprowston, Nor- 
wich 5 Norfolk NR7 SER 
GAMES: Vorccrn Wan 61 {Commander 
BBIDERU h's A Crime! 4 [Fighting 
link-Hat) 

#ft22 Kevin Pack 
Walnut Tree Lodse, 9 Stkngs Meadow 
Larw n Hiftiam Ferrers, Northampton- 
Bhiief4N9 8JE 

GAMES: Eanhvtaod; Saturnalia; 
Siarghhe 4 ; Orwn 'f F wger; It's A Cnmt * 
3; Casui BeUi; Aet 

#02J Matifaew Hanson 

10 Denby Lane Crescent > Grange Moor! 

Wakeneid. Wesr Yorkshire WF4 4EB 

GAMES: Siargioht 4 \SS Obsidian Fox); 

Arcadia 

* OH Gavin Marshall 

36 Spur Rogd 1 Orpington, Rem BR6 

OQL 

GAMES: Vorcem Wars 7} 

#02S Oven Whitehead 
213 Park Road, Bamalev, S70 IQW 
GAMES: Am 'RiMon 1 - E Sarfr .:, Satur- 
nalia (Grendl oj the Web}, Enckirodan 
{Brothers in Arms^ It s A Crime (Brothers 
m Ami ,l p From The Mouth of Hell (Elf) r 
World of C hoot (Rdiiim Kerr;, Soccer S Jar 
f Morntng Star RS League ) 



+02d Damiaii Manning 
12 Warden Road, Surton ColdSeld, 
West Midlands h B73 SSB 
GAMES: Stargl&b* (SS Aivm), Iff A 
Crime /Merry Mob) 



+027 John Preen 
12 L-nderdale Avenue, Skrew^burv, 
Shrop!ihice h SY2^I>Y 
GAMES : Siarglobe Four iSS BroadrtL^rii 
of the Guild rWmmh Vorcon 73 
i Fionas) 

+028 John Kemp 
9 Wold View, Caittor, Lincoln, LN7 
6VV, 

GAMES: U'\ A Crime! 4 (New York 
Assassins}, Arcadia 8 (Lard Ceniaurus at 
f, had City, FZ7) 

#039 Milan Petronic 
24 Dell Road, King* Norton, Kirmjnp- 
bam, B30 2H7 

GAME: Arcadia 13 1 Drang Shir 

#0M JCFowkr 
II Btatrjn^httd Place k St AgDt* p 
ComwaU, TR.5 0SZ 
GAMES: Starglobe Tkre-t, Arcadia 8 

#031 Kevin Edwards 
52 Woodlands Road, Irchester, North- 
anlsNN9 7BU 

GAMES: Vwon It's A Crime! 4 t City 
vf Strife. 

#032 JasonOittrell 
17 Bark Lane, Barrinttoii, Cambs, CB3 
SRF 

G AMES: Saturnalia (Axil [aranus). 
Tyranny (P5) 

* fin Michael R Siannard 
44 Harrinftort Street, Cleeth^rpea, 
South Humberside, DN3S 7AZ 
GAMES: Arcadia l&(Mitrdran the 
Unknown at Seven Springs Ctry} 

#034Malcoim Sums 
76 Mount Ruad, CaAterhury^ Kent, 
CTI IYF 

GAMES: Soccer Star (Kilmon Odm), 
Bradley's Football i Houston Oilers) 

#035 Paul Davidson 
51 Waterloo Road, Prrsiwick, Ayrshire, 
Scotland h KA9 2AA 
GAMES: Vorcon Watt ft) (Pepish) t 
Arcadia 7 iPed at Monqaendi City), Con- 
quest (Anar Nonon, maps 18119) 

+ 03* S Da vies 

16 Clara Street, Ton-Pentre > Rbondda, 
MM Gfeun, S. Wales P CF41 7HQ 
GAMES : It's A Crime! 4 (gang 31 5)„ Vor- 
con Wars64iCkatub) 

#037 SWyatt 

60 Si Andrews Road, Sho^huryoess, 
Esmi, SSJ9JI 

GAMES: Vorcon Wars ?3(Pnfun) t Vot- 
ran Wars 78(Salhal^ ti'i A Crime. 1 4 (Mer- 
cenaries). Kings of Steel (Woodland 
Alliance) 

#038 Richard Guff 
HtlngUs Road, Colchester, Essex, CUT- 
3HTJ 

GAME- Arcadia 12 (player 17) 

*039 Jason Huggms 
3S Garratt5 Lane. Banstead, Surrey T 
SM7 2tD 

GAME: Saturnalia (Vetrex) 

So ends anothtr Diplomatic Dtreatfry 
-don't forget to send your applications 
W our chief Diplomat at: 
PBM DIRECTORY. BRENDON 
KAVANAGK, CRASH, PO BOX 
10, LUDLOW SHROPSHIRE, 
SYS 1DB 
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Wait for it . . . wait for it . . . This is the big one . . . 
FIREBIRD are giving You the chance to . . . 
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POST CODE 



Sometimes I think I'm the only 
sane one here - they're a right 
Wild Bunch here at the Towers . 
Take for Instance everybody's fav- 
ourite Girlie Tipster - Hannah 
Smith. There she stands on the 
edge of her desk (for some reason 
she cells it Gunstao, shouting ai 
the top ot her little girlie voice 
'Tm at The Helm, I'm in control 
but just gimme my make-up and 
girlre niff back - pieeeease!" 
Totally screwy if you ask me , . . 

And what about Lee Paddon? 
( Ji What about him?" I hear you 
cry}. Anyone who wanders 
around pretending to be a Minja 
Master, while Thrusting his face 
into a Murgi Biryani down at the 
local Curry House needs to be 
locked up in si King's Keep, and 
that's for sure, 

Without a doubt The Doc Mat- 
tered One wins the coveted 'Out 
of his tree' award -the number of 
times he blows a Shorts Fuse? 
The only Cure is to Stick him down 
with the Spl key Haired Ones from 
ZZAP! for a whiie. But, more often 
than not, he returns with his Boo- 
ty s hanging from his ears and 
singing 1 1 Cylu-la-ra-de-bum-de- 
ay I Maybe t hat i s n h t the best sol - 
Lit ion to cure his Harvey Head- 
banger type fits after all. 

Madness doesn't confine itself 
to the CRASH office - it also finds 
its way up to the Art Garret where 
01 li and Us sa (his pet airbrush) 
run riot when a new caseload of 
stinky orange ink arrives! Poooo- 
eeeee! Some days I think it would 
be safer Ff I worked in a Oyron 
Arena rather than this nut-house. 



The only tirhe I get some peace 
and quiet is when I retire to my 
beloved broom cupboard and play 
some games. Just recently Cuddly 
Uncle Dave Carfos has sent me a 
load of firebird Silver games that 
are great fun to play! So, being the 
kind person that I am, I've set a 
competition for; you to win every 
firebird Silver game ever pro- 
duced - that's just the first prize: 
there's also 200 copies of J7w 
Helm for runners upl Easy-peasy 
cornp - all you have to do is to find 
all the words marked in bold m my 
witterings, and iocate them in the 
wordsquare. Sometimes the 
words (all of which just happen to 
be game titles) will be split up, for 
instance, "Harvey 4 somewhere 
and "Headbanger" somewhere 
else. When you've found all the 
titles, cut the wordsquare out (or 
make a photocopy) and pop it in 
the post to: 

FANATICAL FIREBIRD. CRASH 
TOWERS, PO BOX 10 p LUDLOW, 
SHROPSHIRE SY8 1DB. All 

entries must arrive in the broom 
cupboard by the 26th of March. At 
least I'm not crazy . , . now. I must 
be off - It's time to water my 
Spaghetti plant . . . 





Union tmpoulbte completed 
Robin Of The Wood completed 
Gunfright completed 
Brian Bloodaxe got Crown Jewels 
Dynamite Dan completed 
Atk Atac completed 100% 
Nodes of Yeaod completed 
Bounder compiled 
Bobby Bearing completed 
Exploding Fist tenth dan {56 times) 
Yie Ar Kung Fu Competed 
Green Beret completed 

A J Remit 



Minje Master Green Bell 
Jack the Nipper completed 
Ghosts 'n' Goblms Ice Palace 
uurrrrioht Jesse James 
Spy Hunter 75.0OO 
Danger Mouse in Double Trouble 
completed three times m a row 
Saboteur com plated 
Yla At Kung Fu Stage 25 
Match Day won Final 3-2 
World Series Baseball beat computer 
21-7 

Knight Tyme compiled 
Bach to Skool freed bike 

Mark R &bs, Gwent South Wales 



Jet Set Willy completed 

Exploding Fiat tenth dan 

Dynamite Dan four sticks of dynamrte 

Jack tha Nipper tittle Horror 

Rsmto complete 

Commando first ■ } a te 

Trans Am four cups 

The Wild Bunch three outlaws 

Sim Font Strip Poker all the wayf (say 

no morel 

Football Manager won league and FA 

on level seven 

World Cup 10-0 m Final 

Match Oey 4-3 on International 

Philip Carney, Penrith, Cvmbria 



Paperboy completed 

1942 completed 

Ghosts V Goblins completed 

Glider Rider completed 

Great Escape completed 

TT Raw completed, first on every 

course 

Universal Hero completed 

Heavy on the Mag+ck completed 

Kw&hl completed 

Lord of the Rings completed 

Way of the Tiger completed after 

yonks 

Qalvan completed 
Herder Attack completed 

Mark Cairns, Lisburn. Co Antrim 



Vbe Ar Kung Fu 208500, Level 40 

Via Ar Kung Fu II completed twice 

Snao-Un 1 ! Road temple 

Scooby Boo Level Five 

Oaky Thompson's Decathlon f ive 

goktmedels 

Ghostbusters completed 
Tapper second screen 



Harrier Attack completed 
Hunchback three screens off comple- 
tion 

Rocky Horror Picture Show three 

Bleces off completion 
MKIE completed twice round and then 
to gym 

Breakthru compJeled (too hard I must 
say) 

Commando Area Frve 
Bruce Lea completed five times round 
Full Throttle firs! position 
E*p lading Fist tenth dan 
Hypersportg been round twice, then 
got to archery 

Green Beret got to end of harbour 



Zolde Great Gordon 

Tie Ar Kung Fu Level 25 or 2G 

Uridlum 40.50O.2S 

Flrelord 39.000 

Batmen completed 

Green Beret got to captives 

Sebrewulf completed 

Combat Lyn* 14,500 

Saboteur completed Levels One, Two, 

Three, and Four 

Turbo Eeprtt slopped smugglers, all 
cities 

Station creator £1 admit a tiny cheat 
there) 

Caves of Doom completed 
Quest for tha Holy Grail completed 
Finder* Keepers gel out 
Bookman completed 
Action Biker completed 
Fighting Warrior reached temple 
Movte 47% 
David Forsythe, Forest Hill, London 



Rocco completed 
Pyjamarama completed 
Rooky Horror Show competed 
Bruce Lee completed four limes; 
20B,4GO 

Jetpac compleled 
Scooby Doo mad monks 
Commando Area S« 126,900 
Xevious Area Two 64,600 
Back to Skool frog in Cup 
Dandy el I screens from start 
Space Harrier Area. Six 
Robin of Sherwood $01 sword 
Universal Hero completed 
Timothy Parsons, Mr Horsham, 
Sus sax 

Commando 265,000 
Bombjack 262,000 
Saboteur completed 
Jack the Nipper 50% 
Ghosts h n p Goblins killed second gob- 
lin 

Rocky Horror completed 
Bruce Lee killed wizard three times 
Football Manager revision One 
Starquake lour pieces 
AJrwotf two scientists 
Exploding Fist Irfth dan 



Match Day Final won 4-1 
Matchpolnt beaten all levels 
Cyberun 46.7B5 

Aulomania completed three cars 

M Cromarty, Nr Kaigh ley, West Ycrks 



Ant Attack completed (rescued ten 
gins), 46,300 

Atlc Atflc completed 99%, 52,300 
Monty ts Innocent completed 
Frank Bruno's Boxing beat Peter Per- 
fect in17.e6 
Fairlight completed 
Match Day won Final 1 3-0 (five minute 
halves), 1 34-0 {45 minute halves) 
Saboteur Levels One and Two com- 
pleted 

Krnghtl0re42% 

Gunfright twentieth B&ndil £48.300 
Skooldaze completed 
Back to Skool compleled 
Kung Fu black belt - level seven 
Raid Over Moscow completed 
Pyjamarama completed 
Steve Davis Snooker 34 break 
Robin Of the Wood gained sword 
Starquake 20.500 eight pieces of core 
Critical Mesa completed (all levels) 
Wng Pong 52,300 beet Level Five 
Way of the Tiger mastered unarmed 
and pole fighting 
Batman six pieces of batcraft 
Paul and Ian Franklin, Men&f ietd, 
Notts 

Three Weeks In Paradise completed 
100% 

Highway Encounter completed 
37,200 

Way of the Exploding Fiat tenlh dan 
148.300 

Rsmho completed ©0,020 
Franks Goes to Hotiywood $4% 
Matchpolnt completed be won the 
Finsfl) 

Korwnl's Tennb beaten singles and 
doubles 

World Series Baseball beat computer 
90-19 on easy 

Yie Ar Kung Fu beaten ah baddies 
Danger Mouse in Double Trouble 

completed 

Bruca Lee completed 1 6 lames 
122.400 

Rafed Over Moscow completed 
211.300 

Who Dares Wins H completed 52.&90 

Spy Hunter! 75, 1 60 

Movie 0,09 54% 

That's the Spirit 98 

Barry McGulgan's Bo xing beaten 

ShamraK O'.Leary 

Paperboy compSeted 90,900 

Rock 'n' Wrestle beaten aM wrestlers 

Steven Woodward, Harpeden, Herts 

Full Tnrottla first 

Way of the Exploding Fist tenth dan 



Way of tha Hoar completed 
Ant Attack completed 
Zzoom 640.000 
Ace compiled 
AJrwoFf lour scientists 
Fighter Pilot shot down six enemies 
Tomahawk finished Mission Two - 
without loss on Ace level. 
Codcname Mat compleled 
T.LL- four sections completed 
Match Day won Final 13-2 
Back to Skool nearly compleled 
Batman one batcar piece needed 
Jetpac £20,000 (appro*) 
Pyramid compleled 
Chequered Flag Silverstone 1 .09,54, 
Brands Hatch 1 .t9.64. Monaco, 
1.66.56, Micro Drive 1,00.46. Monza 
1,09.26, Paul Rteard 1 .24.58, Canv 
bridge Htng 55.30. 
Mark B&tts, Abbots Lang ley. Herts 



Football Manager First Division and 

won FA Cup 

Atic AtacaG% 

Commando Area Five 

Bruce- Lea completed 16 times in one 

game 

Saboteur completed on Level One 
Bombjack 1 1 5,000 Egypt far I he third 
time 

Green Beret end ol harbour 

3D Starstrike 500,000 

Ghostbuetars completed second go 

Cavelcn fourth level 

Gavin Threndor, Milton Keynes, 

Sucks 



World Cup completed 

Frank Bruno Boxing completed 

Atic Atac completed 

Paperboy completed 

Bruce Lea 101,360 

FliUS.ODQ 

Jack the Nipper 35 % 

Kane 6,006 

Kung Fu Waaler 14,500 
Hypersports swimming 26.26, shoot- 
ing 9100. horse 9 89 P archery 3660* 
overall 1 56,300 

Paul Phtilips, Bristol 
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After an absence of over a year, C R ASHBACK 
makes a comeback. Ben Stone takes a look 
back at yesterday's hits - starting with the top 
games that appeared in CRASH earty in 1965. 
Issues 1 2 and 1 3 come under the Stoney gaze 
this month, and Ben will be continuing his 
retrospective reviews throughout this 
year . . . 



rating: m 
crowing ganw at th« phew 



U»e of computer 

Gmphfcs 

Payability 

fettingittfttd 

Addictive qtiafltlett 

Vafu* for money 

Owfili 



93% 
97% 
97% 
90% 
96% 
93% 
94% 



KNIGHT LORE 



Producer: Ultimate 

A game that needs little in the way 
of introduction. It was first ever 
isometric 3D arcade adventure, 
and two years oa programmers 



are still producing ciones. 

The player controls Sabreman, 
who has to collect charms and 
take them to a cauldron room. 
Each room contains traps and 
problems that require a combina- 



tion of logical thinking and sharp 
reflexes to overcome. At night, 
Sabreman turns into a Werewolf, 
and if he doesn't complete his 
quest in forty days and nights, he 
Js doomed to remain a werewolf 
For ever. Poor (pttle lycanthrope! 

THEN 

• "Any ultimate game ism thrill to 
unpack and load, but with Knight 
Lore they have surpassed them- 
selves. Th& 3D graphics are so 



exciting that the fingers are 
instantly itching to get at the keys. 
The 3D itself is excellent with mar- 
vellous drawing of the waifs and 
characters. The hidden view idea 
has been used very cruelly, so that 
a hint may be given of something 
nasty crouching behind a stairway 
- but you're never sure until it T s 
too latBr The animation is terrific, 
from the smallest detail right 
through to Sabreman himself, 
Knight Lore has that magical 
ingredient which makes it exciting 
to play and watch, and ke^>s you 
on the edge of your seat with anx- 
iety, frs SIMPLY A GREAT 
GAME. " 

NOW 

• u Knight Lone was. arid will prob- 
ably at ways be, one of the most 
magnificent games on the Spec- 
trum, it was the first 3D game to 
appear. Superior graphics are 
coupled with magnificent anima- 
ttori and a subtle sprinkling of 
humour, I remember when it first 
arrived in the office the whole 
place stopped dead while we 
crowded round the screen in awe. 
As for changing the ratings, I think 
most of them stilt stand today. In 
fact I would be inclined to put the 
use of computer rating up by a 
couple of percent, but we don't 
have that rating any merer 1 



UNDERWURLDE 



Producer: Ultimate 

Sabreman is still battling with 
danger - this time he's trapped in 
a huge underground labyrinth, The 
meanies aren't deadly F but bash 
the little hero about nevertheless. 
Falling large distances is fatal, and 
there are a lot of huge drops which 
may be negotiated by riding bub- 
bles of volcanic gas, or by using a 
rope to (jet down ana across 
chasms. Weapons need to be col- 
lected in order to get past particu- 
larly big meanies, which block 
strategic parts of the maze, 

THEN 

• "Underwurtde is certainly no 
Atic Atac Part Throe -it's a totally 
original game that will keep you 
enthralled for ages. Ultimatw^ 
graphics need no explanation, but 
an obvious item missing is the Hall 
of Fame fbut t r m sure the spare 
bytes from this went to a good 
cause), Ultimate have come op 
with another excellent game. I 
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mmformom 
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especially liked the volcanic bub- 
bles on which you can stand and 
ride, and the eagles which cany 
you ail over the place. " 



NOW 

• "I must have been one of the 
first people to complete Under- 
wurtde. I played it in all my spare 
time until I reached the end, and 
what an anti-climax it was tool The 
game didn't really offer anything 
new in format but it was very com- 
pelling* At the time I think we all 
overlooked the fact that all in all it 



was Just a big maze game with 
pretty graphics. TTiere are a lot of 
games around today which are 
vary similar to this, and many of 
them involve doing more than just 
getting out of a maze. The ratings 
should all be put down to the low 
eighties or high seventies as the 
game has dated considerably. 






BOULDER DASH 



First Star/Monolith 

Cute hero Rockford tunnels 
around 16 different underground 
mazes collecting gems as he goes. 
Boulders lie around, and problems 
are caused when trie earth that 
supports them is tunnelted away- 
they tumble on Rockford unless 
he's quick. Nasties chase the hero, 
and they can only be killed by fal- 
ling boulders. 




Graphics 
^ng flirted 

Value lor mow 
Overall 



91% 

90% 

98% 

89% 

98% 

90% 

93% 



THEN 

• u pus amazing game is so sim- 
ple it T s ridiculous! Yet once started 
it's impossible to leave it. 
Rockford is amusingly animated, 
tapping his foot in boredom if you 
keep htm standing stilt for too long, 
eyes Ricking nervously - as welt 
they might with all that weight of 
stone above his head! The move- 
ment of boulders and gems is so 
togicah when huge stacks o f them 
fail it can be a joy to watch. With 
the five skill tenets and 18 screens 
to piey through, this game repre- 
sents good value even for the 
slightly hiph price, and I can rec- 
ommend if to anyone, it s excellent 
and tremendously compelling to 
play * 

NOW 

• "When Boulder Dash first 
appeared In my games collection I 
couldn't play il enough: solving the 
puzzles contained in each screen 
was sometimes infuriating but 



TECHNICIAN TED 



Hewson Consultants 

Back in the days when Manic 
Miner and Jet Set Willy were riding 
nigh in the charts, everyone was 
bringing out platform games. This 
one had a few innovations which 
set it apart from the crowd- Techn h 
cian Ted works In a microchip fac- 
tory, and has to achieve a variety 
of tasks during one working day. 
The routes around the 50 screens 
that make up the factory are by no 
means as straightforward as those 
in Manic Miner. Plenty of hazards 
threaten to drain Ted's energy. 



Overall 99% 
I 96% 



THEN 

• "The music is the best since 
Manic Miner, with two tunes 
played with a 'real* synthesised 
sound (and equipped with on/off 
facility if you go mad), The 
graphics am reaiiy wonderful: 
loads of detail, animation and 
humour, end the timing routines 
throughout are perfect, and per- 
fectly hard to heat too. There's 
nothing new in Technician Ted r but 
the thought that has gone into if Is 
quite something else. Addictive, 
delightful to play and a definite 
must H 

NOW 

• "Technician Ted had the best 
loading screen of the year, in fact 
It was the only thing that reaJly 
stuck in my mind about it, Looking 
at it today I can't really see why it 
was a Smash. It wasn't original at 
the time; the graphics are bad and 
the game is pretty dull to play. It 
shouldn't really have had such 
high ratings. Ninety-six percent 
overall for a Jet Set Willy variant 
seem$ silly nowadays. I'd put all 
the ratings down into the mid to 
tow sixties as mere are stiff so 
many games around in a similar 
vein. 1 * 





always great fun. Ohginality and 
humour were probably its main 
points - never before had a game 
as funny as this been seen on the 
Spectrum. Today it \s still just as 
compelling and playable, but it 



AIRWOLF 



Em 



Stringf allow Hawke, helicopter 
ace and 'nam veteran must pilot 
the Airwoif through an under- 
ground labyrinth, deep bellow the 
scorched sands of the Arizona 
desert Five scientists have been 
captured, and Airwotf must go in 
and rescue them. 



seems to have lost a lot of its orig- 
inality over the years, The ratings 
at the time were justified in being 
so high. IStow. however. I think that 
they should all be put down by ten 
or fifteen percent/' 



Wayabilfty. 32% 

SSttfaL S* 

90% 





****** e*pii*r*rf mmB 



The passages and tunnels are 
well protected, with defence 
fields, guns and electric barriers. 
The helicopter si nks under gravity, 
so the player must constantly dab 
the 'up 1 button to remain airborne. 

THEN 

• "AJrwoff doesn t need Jan 
Mtchael to sell it - the game can do 
it all by itself. This is one of the 
meanest arcade shoot 'em ups 
since they brought Scramble our 
on the pig machines. The pace is 
vtotent, furiously fast and will 
totaiiy destroy your index finger /rj 
the process. The game is hard and 
allows you no respite - you no 
sooner get through a defence ring 
and onto another screen with a 
sigh of relief and NO -it's offaoain 
Thrilling stuff!" 




NOW 

• ' Atrwolf was one of the first 
licensed games on the market 
and certainiy the best of its day on 
the Spectrum, it was very good on 
all counts: nice graphics, cute 
sound and immensely compelling 
and infuriating gameplay. I was 
very surprised at how hard it actu- 
ally was ~ some people in the 
office took more than an hour of 
continuous play to get past the 
first two obstacles. Unfortunately 
after you had mastered alJ the 
acreens fwhfch didn't take too long 
as there were only twelve of thenfl 
and got ail the scientists, there 
wasn t really any point in playing rt 
again. Today I still think it is a good 
game, but not quite state of the 
art. All the ratings should go down 
into the seventies.*' 
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On The Cover SpeaaJ - Our vwy own 
OUVCR FREY occupies fiwa pages. 
Quake * mapped and trwe are soma FaAr- 
i^?r pokes We profile omuyli o*m* 
LLOYD looks back on l$f35 flOGEifl KEAN 
laSks to «nhh c»»w.TAwra. SpeNboundq0t& 
rc^j marks <rom ihe reviewers 



Nd 25 Fubruarv 19Sa 

Dukll - 1h* prc-iite, and aorne ftftlw silly 
photos of Ihe team. A chat with (Na ukmm- 
mm duo. Adoufctodowfof JETMAW.Ow- 
li« oHAFwci bring a Ntnja (o 1fn& SpectruFn,. 
TECH NICHE JQOks at a FORTH arJdH>i and 
0KlffiMn» to ZX BASIC- ZotfS narrowly 
pips Sw&&vq WcyfrJ i 1Ptb reviews 




No M March 1 tee 

HUNTER S Chat* to the Gala from rr 
A firfit took at Ihe Spectrum 1 23 WW* new 
on M+cwet BOO Hoiu^HHf'aA^hct 
Gnu under aorUmy, Mfl/sport msga-map 
and a r,Uhur smaller diarjram of GuntrtgM 
Three Wtaaks An Pmdb* , Mew. and Wrnrer 



No 27 April IMfi 

Massive 23 page Raying Tips Supplement 
- todudtag Zsftte and Moftry Oi 7Tw ffiurr 
maps. 1 995 Readers Awerde results. MEL 
CfiOUCHER interview mmqjm resurfaces 
and huoe are qutck m the draw. Round up 
1 2BK oames A v<s*l to the first Pttry By 
Mai conwenlion. 
revi*w*fS. 



NO 2S May Iflflfl 

Update on the Fanrine scene, 
profit and Planets preview. DIV CompMtt* 
V'.deo Irrterfice. #5*VtoOuner and .'MM; 
mapped. Inside rjwu*'? SptcDrum. 
FRONTLINE MlnhSlrategytwcJc, 
CflASHTONNAtRE '66 analysis. SttrsMk* 
W is lop SMASH ol the morftn. 




No 59 June 

First PBM MAILBOX and CHIASM GAL- 
LERY, SpecDium listing. Homegrown 
software. HANNAH SMITH trials 10 mt- 
w Compilations oompared. Maps ol Cykj, 
SfrFwd, satotourand Paris i and 3 of r*n- 
takv. The GENESIS, BIRTH OF A GAME 
lualurtt rjvt"S underway. 



30 July 1BH 

More CRASWwuwhiw gallery. More 
HomegrowTi Software. TH£ BlftTH OF A 
GAME: some eaHy entries. Mr MiNSON 
mftftls game designers naw W LUNA JET- 
MAN returns, Tantalus, Knight J>™ arxl 
Mom mapped. Gnoses Ana GoMns, Jack 
the Nipper and Spotting Images receive the 



No 31 Augural 1 9B£ 

I IAN NAM goes wreslfcng and maps ffenJag- 
ram, Heavy on fhe Maflicfcand Jack the rVijs- 
ppf al ma samB Hme! A took irHc the Dra- 
gon's Lair. Sinclair LOKI' myths flooded. 
EffwwwMV interview. PETE TAMLYN starts 
his look at Role Playing Compuler games. 
Wordpiocessor round -141. 



No 33 September 1UB6 

QAC reviewed. Tne Mush: Box opened 
Mmmmbh'b DAVE PERRY talks about Watty 
end fliefcy SfeeVe. Repairing your 
OUrtKSHOT 2. Dan Daze amvea.' Bobby 
Bearing. Gnosis and Gobtinrrs. Cora, Cybe- 
run and Actmn fltffew set the cartographic 
habit 



No 33 October 19W 

JON Rl f MAN - Mr Batman and Mr Match 
Efcy telle ail. The Gf-NL5l 5 project: Ihe prog- 
ramming begins. rtUNTTERSMINSON 90M 
mrsaingr Mulli-trsckinrj SpecGrvm. COSTA 
PANfAVA. Ihe man from torn, interviewed 
Maps of Dan Dare and C&uttJrm U. Firat pah 
of Equinox and tyrurriite Oan tt maps 



DON PRlESTUiY, creator ol Popsye and 
Trapdoor interviewed. Mu&c Machine 
revleweri GAMES DAY report. aaifWs 
Sound Sampler sampled. P0M Diplomats 
Directory opened. GENESIS: Kat Trap pre- 
view - the Marketing Mix en(ifcaTned Equine!* 
and Dyrwmi^ Dan t} maps completed; UW- 
M Hero, end Hyacfr said biftt 



rj(^r;(jmber 1966 

DAN MALONE, trie ah*l befuno ArtMUrt 
irrterviewed . ram electhoaicsi release a FtOM- 
based *ordprocessor OliQat ttW and 
LtQfrtforta maps revealed. MiDI irvlerTace 
exemenad. Spectrum Plus Two problems 
explained . The Great Escape heads a pack 
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OXFORD BLUES 




No doubt the winter will just he a chilly memory when you 
read this. But as I write the snow is still on the ground and 
the temperature is still far below zero. This is just the kind of 
weather where you can whisk yourself away on the wings of 
imagination to the burning dunes of the Desert Rats or the 
cosy (well, warm at least) depths of a submarine in the Sil&nt 
Service- You doirt even need a pair of furry boots and a nice 
warm college scad to keep your circulation going and your 
extremities un-frostbitten while tramping across Icemark 
thwarting Doomdark's Rovonge. I much prefer winter - it 
gives me an excuse to stay indoors with the computer. 

Wargames occupy an interesting place in the field of 'com- 
puter entertainment' in that they, unlike any other software, 
resemble a form of non-computer gaming. This puts them In 
a vulnerable position- 1 think it's true that most people would 
rather own a boxed wargame, with fine artwork, a sol i d play- 
kng board, hundreds of little cardboard counters and rules 
resembling a physics textbook, 'Real' miniature wargaming 
ia something of a separate is^ue, with its own mystique; 
computer wargaines, or most of them at least, owe their 
game mechanics to the board wargame, 

A traditional board game offers many associated advan- 
tages. Already mentioned is the covetous pleasure of owner- 
ship; and the simple act of pressing out and sorting of the 
2,356 cardboard counters is an afternoon's absorbing enter- 
tainment in itself. Not to mention the masochistic delight 
with which the true wargamer approaches the rulebook. The 
disadvantages of board wargarning are; the need to spend 
lots of time playing them, the necessity of finding someone 



else to play with you, and the inconvenience caused by hav- 
ing to leave the game components set up between sessions* 
One Inspired bound by my cat Gabriefle once sent Napo- 
leon's armies flying spectacularly across Europel 

A computer wargame like Desert Rats gete round these 
problems, and it's obvious that complex board games of this 
sort are the Ideal type of traditional game to be translated 
literally to computer. But to overcome what's lost in transla- 
tion, computer strategy games should make more of an 
effort than we usually see to exploit the unique opportunities 
for enhancement. Admittedly memory is always going to be 
working against the game designer, especially on 4SK 
machines such as the Spectrum. I would like to see more 
thought put into packaging and presentation for a start, and 
more of the game's 'hidden rules 1 - the equations determin- 
ing the outcome of combat, for example - explained. Just 
because the computer does the work of dice-rolling and 
modifying, It doesn't mean that the player does not wish to 
know what is involved. 

Of course I'm talking about one particular type of com- 
puter wargame, and I'm not forgetting that there are other 
strategy games reviewed in FRONTLINE which belong more 
in the computer-only camp. But the particular charm of what 
the computer can do - rolling dice, doing sums and pretend- 
ing to play a game with you - la ideally suited to merge 
usefully with the appeal of board wargames. This contrasts 
with the sheer fallacy of role -playing on a computer, which I 
find p because of lack of space, I will have to talk about next 
month. 



ANNALS OF ROME 



Producer: PSS 

Retail Price: £12,95 
Author: Rome Software 

Nothing less than the rise and fall 
of the Roman Empire, managed 
over several centuries aftd possi- 
bly millen ia , is the subject of this 
unusual game from pss. The game 
concentrates on simulating the 
broad sweep of Rome's military 
conquests in the early stage of the 
game, then its struggles to keep 
control of its captured provinces 
against native uprising and the 
increasingly likely threat of civil 
war. Details of individual battles 
are not gone into, and military 
decisions are limited to very 
broad-based movement of units 
from one country to another. But 
the player has control over 



Tiftw to invade arm of the four neighbouring regions 
fead the tefl/oras? 



. . but wh& wilt 
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strategic factors influerang pohti ■ 
cal stability artd long-term military 
success, such as the appointment 
of legates, tribunes and regional 
commanders, the setting of the tax 
rate and the option of bribing the 
army to remain loyal it a revolt 
seems to be brewing. 

Unlike most other games from 
pss, Annals 0/ flame has no arcade 
element, and does not take place 
in "real time". The enormous time- 
scales involved would make either 
of these factors ridiculous, but it 
must be said that having high 
BASIC content (and being alarm- 
ingly easy to break into - on my 
copy at least) there ere parts of the 
game which axe dose to being 
maddeningly slow, tt is the kind of 
highly strategic, abstract game 
which may not be too affected by 
a slow processing speed, but the 
moderately impatient may find 
that it detracts from pJay ability. 

The main map display shows 
Europe approximately as it was 
divided at the time of the Romans, 



WHICH TRIBUNE 
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rather squashed into a comer by 
two panel displays. I say approxi- 
mately because of course the 
political map of Europe changed 
regufarty from 273BC, when the 
game starts, and as far as I'm 
aware it's possible to cany on 
playing Annsfs of flome inde- 
finitely. This is an unavoidable 
simplification, but tt does typify a 
flaw in the Idea behind the game 
design, There are twenty-eight 
states, including Italia itseff - 
which you control from the begin- 
ning. Possessions of the other 
powers are shaded in a pattern 
distinctive to each race, though 
there is no index or description of 
these 'fillings' in the manual. The 
Romans do not have a pattern, 
and the visual impression created 
by this is that the Roman conquest 
of Europe made the continent took 
a lot tidier! The countries are not 
identified by name, unless there is 
no overall ruling power in the area, 
but a corresponding map in the 
manual does the job and prevents 
the screen becoming too cluttered 
with information, A symbol on 
each country shows either the 
military strength established in the 
area (if it is over 10,000} or the 
"code" of the ruling power. An 
unnecessary compfication arises 
when you start to conquer ter- 
ritories for yourself; Roman forces 
are dispiayed in units of 5,000- An 
over-large message window 
below the map throws up informa- 
tion In a computer-controKed fash- 
ion. The player has no real control 
over the sequence of play or the 
accessing of information > but this 
doesn't make rtself felt; the com- 
puter- generated sequence is 
complicated enough. 

The game opens with a series of 
'football results \ which tell the 
player whfch powers predominate 
(and where) in 'the known world 
circa 273BC A detailed break- 
down of each country 's population 
is then given, and this information 
is updated at the beginning of 
every turn. Most countries are 
occupied by more than one race, 
although in normal circumstances 
only one has any military strength. 
E very time an army captures a pro- 
vince it brings with it a small core 
of its own people, which expands 
if the occupation prospers, or 
dwindles away if another power 
captures the territory. Vestigial 
remains of former occupations 
have absolutely no effect on the 
gameplay - the onty thing that 
really matters is the strength of the 
native population In a nation's 
homeland, because for several 
turns after you capture the territory 
they will be persistently revolting - 
but It is an interesting touch oi 
authenticity. 

The econom ics p hase wh ich f ol - 
lows requires the player to set the 
tax rate between One and Two. A 
high tax rate will increase income 
(and so provide more money to 
spend on the army, which 
increases recruitment * I think) but 
it will also trigger inflation, shrink 
your population, and make you 
unpopular. Once the rate is 
selected the recruitment figures of 
that game turn are displayed in a 
confusing manner, and other facts 
and figures are updated. This 
phase is rather badly presented 
and does not merge smoothly with 
the matn body of the game, partly 
because it is hard to see how the 
players participation affects its 
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opposing nations listed bef&w the map 



outcome. 

By contrast the next strategy 
phase is fascinating; the player is 
presented with a list of twenty-one 
personnel, all of whom start out in 
Italia as senators. The senators are 
individually named in a convincing 
fashion - although historically 
Romans had three names, not two 
- and their age is displayed with 
two figures which denote their 
ability, which never changes, and 
their loyalty, which can fluctuate 
depending on how they are 
treated. When more than one ter- 
ritory is controlled, the assignment 
phase enables the player to trans- 
port any number of officers all over 
the empire, and to change the gov- 
ernors of any province which 
might be a breeding- ground for 
rebellion. In the later stages of the 
game the assignment phase is of 
the highest strategic importance. 
Officers with good ability ratings 
aire best saved for teading armies 
into combat, because loyalty is far 
more important than ability when it 
comes to choosing governors. If 
the popularity rating has fallen 
beiow zero, effective organisation 
of the empire has collapsed and 
the personnel assignment phase 
no longer occurs. 

W a governor does decide to 
rebel F and more than one may do 
so at once, he will rampage across 
the empire - and, mysteriously, 
across u reconquered territory - 
towards Rome, Rome has the 
option of mobilising loyal torces in 
other territories against the 
advancing rebels, but unless the 
rebel army is very weak this is usu- 
ally a waste of resources. When 
arriving in Italia a battle is fought 
between the rebels and the loyal 
army there, and if the rebels win, 
their leader is proclaimed Dictator 
and the player thereafter takes his 
side. Apparently later in the game 
an Emperor can arise, though I 
can't say I've got to that stage yet. 
Civil war is absolutely devastating, 
because it wastes army resources 
and leaves hitherto secure ter- 
ritories without any occupying 
strength. 

Ttre longest and most important 
phase gives you the opportunity to 
vacuum -clean Europe in the name 
of Roman imperialism, Unfortu- 
nately this is where the game 
slows down — the manoeuvres of 
each territory are handled in turn, 
and the player has to watch while 



provinces belonging to enemy 
powers plod laboriously through 
their moves one by one. There are 
twenty -eight countries and the 
player starts off controlling only 
one of them - that means about five 
minutes of watching what the rest 
of the worid is doing. Mhough it's 
important to be able to see what 
other races are up to, the execu- 
tion of this part of the game is 
clumsy, unprofessional (especially 
by pss's standards) and infuriating. 
Just a little more speed would 
have added an edge of payability 
to the combat phase. 

When it is rtalia's turn at last, the 
pfayer is presented with informa- 
tion about his own military 
strength and those in the territories 
immediately adjacent. You can 
move troops into any one adjacent 
territory in an attempt to capture it, 
or you can choose to do nothing, 
There are three types of troop: 
Legionnaires, the excellent 
fighting units of the Roman army; 
Auxiliaries, who are non-Romans 
acting as support for the legion- 
naires: and Umitanei, fixed garri- 
son troops who cannot be moved. 
Auxiliaries and Limitanei are 
recruited from captured territories 
The player starts with a number of 
legionnaires, who. with a combat 
value of ten, are at a tremendous 
advantage compared to all the 
other armies in the ring. An army 
has to be led by at least one officer , 
chosen from a displayed list of 
personnel. Combat with the army 
in the territory you are intending to 
capture is resolved immediately, 
but represents the outcome of a 
struggle for power thai has gone 
on during the period of years rep- 
resented by the game turn. Some- 
times, but not often, the conflict 
remains unresolved until the next 
game turn. If the Roman forces 
triumph {as they usuaHy do in the 
early stages), the province comes 
under the player's control 
immediately, and if that country 
has still to have its turn, there is 
nothing to stop a march onto ter- 
ritories adjacent to it 

The sequence in which the 
countries move is random, but it 
determines the structure of play. 
If, for example, you march 3G\000 
teg ion n aires into Alpes in the first 
turn, whether or not you can pro- 
ceed to capture Gallia in the same 
turn depends on whether A! pes 
I has had its turn. It s therefore pos- 



sible to capture several territories 
in the first turn, or possibly only 
one. This artificial limitation is 
unrealistic, considering that some 
of the game turns last twenty-five 
years, there is clearly no reason 
why troops could not march 
onwards without restriction if the 
way is clear. Something of this sort 
happens in the civil war phase, and 
although it would have required 
more thought to make flexible 
movement work in the combat 
phase, planning campaigns would 
have been easier and the game 
would feel less abstract. 

Annals of Rom& comes sub- 
stantialEy packaged in pss's usual 
laudabie style, though the cover 
art is excruciating. And although 
the instruction manual contains 
the sort of l;^!lle-mechan^cs , 
information that I would like to see 
more of, it is organised in a most 
unhelpful manner. Wei I -written 
and author itlve background adds 
immensely to the atmosphere of a 
wargame, which has after all. to 
compromise on its on-screen 
appearance. Annals of Rome 
shows no sign of lack of research 
or absence of a feel for the histori- 
cal period, so it is disappointing 
that the authors don't share their 
knowledge with us in the manual. 

I must say that I like this game 
very much, despite its faults of 
presentation and the painful slow- 
ness of the combat phase, There 
is something in the idea of recreat- 
ing the entire sweep of Raman his- 
tory that captures the Imagination, 
and vacuuming Europe at the start 
of the game is very satisfying 
indeed. But I suspect that later on 
M becomes impossibly frustrating, 
as hordes and hordes of 
technologically advanced Goths 
and Vandais and Huns steamruli 
your legions in ridiculous num- 
bers, no matter how well you play. 
It is a game that ultimately, you 
can't win. 



PRESENTATION 49% 

Slow without excuse, and some- 
how the successive phases feel 
tacked together, 

RULES 60% 

Some interesting materiel in the 
manual, but it is ill -organised and 
difficult to consult. There is a lack 
ol historical material. 

PAYABILITY 85% 

Despite all that, it is compulsive 
and fascinating. 

AUTHENTICITY 86% 

Without question the authors have 
a deep understanding of the his- 
tory of Rome, and this Is imparted 
in the feel of the gameplay. 

OPPONENT 50% 

Other races show a lack of com- 
mon sense r and wilf attack against 
impossible odds However, 
because of the nature of the game 
there is not much scope for intelli- 
gent opposition anyway. 

VALUE FOR MONEY 75% 

White I feel th ere's a lot of game to 
be got out of it, £112.95 is too much, 

GRAPHICS 70% 

Somehow they don't quite work; 
too elaborate to be called func- 
tional, and too messy to be 
cosmetic. 

OVERALL 85% 

The sum of this game is greater 
than its parts and I have to rate it 
highfy. 



SILENT SERVICE 



Publisher: Micro Prose 

Retail Price: E9.95 
Author: Sid Meier 



Some wargames take a very long 
view of WT subject matter, cover- 
ing a campaign taking place over a 
period of years. Others zoom in a 
little closer and recreate the strat- 
egy of a single battle. At the micro- 
scopic end of this spectrum is the 
war machine simulation. 1 H you 
think about it, there can't be a 
more detailed wargame than one 
which allows you to press the but- 
tons. And Silent Service, a sub- 
marina simulation set in the Sec- 
ond World War, places itself firmly 
in ihe category of wargame simu- 
lation. There's not so much 
mechanical apparatus that the 
military scenario is obscured, and 
not SO much 'Jap -zapping" that 
Ihe illusion of authenticity is lost. 
Conceptually, Silent Service has 
got it just right. 

However the implementation 
falls something short of the prom- 
ise of the game design. I haven't 
seen Silent Service on other 
machines, but from playing the 
Spectrum version I can tell that it 
has been translated from a Com- 
modore. There's a style of design 
which shows that this is a too lit- 
eral Spectrum "translation 1 ; 
chunky graphics, wide spaces, 
large lettering, joystick fixation. 
The trouble with such translations 
is that they tend to look slightly 
tatty around the Spectrum edges, 
and Silent Service suffers from 
this, 

TTie quality that is most lacking 
is atmosphere. There is too much 
"number-crunching/ and there's a 
lack of sound effects - there are a 
few, but those which exist seem to 
highlight the deficiency (this is 
made woi'se by the long list 
describing them - for Amstrad 
owners I suppose), Despite the 
Spectrum's wefl- known limita- 
tions, I feel that more attention 
ought to have been paid to sound 
in a submarine simulation, The 
silence of the Silent Service 
ceases to be interesting when it's 
a default mode occasionally inter- 
rupted by squeaks and scrapes. 



Silent Service is supported by 
superb instruction, including 
detailed historical and technical 
information and diversifying into 
maps, diagrams and charts. With 
a game tike this r Interesting and 
informative documentation is 
extremely important. It's unfortu- 
nate that the physical format of the 
'manual' is so inconvenient; two 
of those large sheets of glossy 
paper which are supposed to be 
folded fifteen times into the cas- 
sette box, and quickly get tatty. In 
the form of a booklet these instruc- 
tions would have been a joy to 
consult, but as rt is, it is very 
difficult io find things. Format 
as>de. the instructions contain 
descriptions of the multiple stages 
and scenarios, technical informa- 
tion about the history and 4 real- 
life 1 use of equipment simulated 

There are three types of 
scenario; Practice, Convoy 
Actions and War Patrols, The 
Practice scenario puts your sub- 
marine near the Midway Allied 
Base, surrounded by a number of 
empty cargo ships which have 
been anchored in place so they 
can't run away. This scenario 
allows you to learn how to operate 
the controls of the submarine, and 
h o w to ai m and fire torpedos effec- 
tively. Though this option is mostly 
useful, the moored ships do have 
the irritating habit of drifting, mak- 
ing it difficult to keep a good angle 
on the bow. The Convoy Action 
scenarios put you in specific his- 
torical situations. Somewhere in 
the Pacific you are faced with a 
convoy, and you are equipped 
with a submarine appropriate to 
the time of the encounter. It is 
much more difficult to attack a 
moving, thinking target effectively. 
Every wargame has a scenario 
which really counts, in this case it's 
the War Patrols. This option allows 
you an initial fifty days of fuel and 
complete freedom of the South 
Pacific. By roaming across a large- 
scale map you have to locate your 
own convoys and deal with them. 
The aim fs to sink the maximum 
possible tonnage of Japanese 
cargo ships. 

On top of four basic ' skill levels' 

Only Qne torpedo on target, but it's enough to cause an ott slick 



- Midshipman, Lieutenant. Com- 
mander and Captain, difficulty is 
also controlled by what the game 
calls reality levels. For example, 
the player can choose whether or 
not to have limited visibility, or the 
possibility of the occasional dud 
torpedo. Skill levels like this which 
directly influence gameplay are a 
good idea, and one of the many 
satisfying touches of Silent Ser- 
vice. On the War Patrol scenario 
the player also has a choice of his- 
torical submarines which, fully 
described in the instructions, 
reflect the innovations which were 
added to submarines as the war 
progressed. 

The first two scenarios merely 
land the player' s submarine at the 
appropriate location, but the War 
Patrol opens with a large scale 
map of the entire South Pacific. 
There is certainly no shortage of 
convoys, and finding them is not 
at all difficult. There is a map to 
indicate the shipping lanes where 
the more valuable targets - oil tan* 
kers and troop ships - are likely to 

A quick scan of the engineering 



be found, Vou can then zoom in on 
the map to four degrees of mag- 
nification, which will eventually 
show your position relative to the 
other ships in the vicinity. 

Internal contro l of the submarine 
is based around a picture of the 
conning tower, complete with a 
picture of a man who I suppose is 
intended to represent the player. 
For some reason I found this 
screen slightly disconcerting. It 
seems to take away the perspec- 
tive of immediacy, as if the simula- 
tion allows you to leap in and out 
□f your own body. The conning 
tower screen' s main function is to 
act as a visual menu for joystick 
control; by moving the man to vari- 
ous positions about the tower, 
other screens can be selected with 
the fire button. There are direct key 
presses to bypass all this if you 
wish. The game is paused while on 
the conning tower, so to get ihings 
going you have to be doing some- 
thingelse, Climbing a ladder takes 
you to the bridge screen, which 
allows a literal view of the sur- 
rounding seas and provides infor- 
mation about visibility conditions. 
You can spot distant ships off the 
edge of radar range as you sweep 
around 360 degrees with your 



fndicates that ail is well 





TORPEDO DATA COMPUTER 
TRRGET RANGE : 1438YdS 
TARGET SPEED: 6KtS 
ANGLE ON BOU: 100Deg 
LEAD ANGLE : 353Deg 
TARGET COURSE: 10Deg 



TARGET ID 



OIL TANKER 
7000 TONS 



binoculars, but on the whole rt Is 
safer to do that from inside the ship 
through the periscope. The peris- 
cope can operate up to a depth of 
44 feel {if you remember to raise 
It}, and can rotate through 360 
degrees - also independent of the 
submarines's bearing. The peris- 
cope screen is vital when it comes 
to Sinking ships, as it identifies 
targets wnen they are entered on 
the periscopes crosshairs, and 
provides information about the 
speed, bearing, distance and 
angle on the bow. Other screens 
show a panel of Instruments relat- 
ing to the condition of the sub- 
marine itself and a damage report. 

Manoeuvring and positioning 
the submarine is not too difficult, 
being largely a matter of turning 
the hull by means of the rudders 
There is no need to be pointing at 
targets in order to fire torpedos at 
them. The periscope crosshairs 
aim, and a handy device called the 
torpedo computer calculates a 
course for the torpedo, based on 
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the speed and bearing of the 
target. If you wish, you can turn 
this off and try to do this calcula- 
tion yourself - though \ wouldn't 
advise taking on this extra drffi- 
cufty. While I have faith that the 
program knows what it's doing 
underneath, the visual confirma- 
tion of torpedo strikes is disap- 
pointing - and often ambiguous. It 
i a reasonable t h a I some torpedoes 
which appear to be heading 
straight for a target don't cause a 
strike, because it warns m the 
instructions that there were some- 
times faults in the mechanism. But 
I become cynical when the tor- 
pedo appears to shoot neatly past 
a ship - and then hits it anyway! All 
hits are accompanied by stunning 
silence, and a hit to the submarine 
fcs indicated by the corny (and dis- 
tinctly un- submarine Hik e) device 
of a flashing margin, 

Japanese convoys are accom- 
panied by destroyers The idea is 
to attack the destroyers first, then 

Gick off the helpless cargo ships, 
nfortunately the convoys tend to 
scatter when you make your pre- 
sence known, making the chase 
frustrating and time-consuming- 
There is a facility to speed up time 
- as the designer points out in the 
instructions, real submarine pat- 
rols and encounters could last for 
hours - but on this version at least, 
il doesn't seem to work particu- 
larly well. 

The designers of this simulation 
have done a good job in fitting an 
ambitious game environment into 
a littte 4BK Spectrum, and to be 
honest it's hard to find anything 
wrong either with the Idea or 
implementation . It is certainly an 
impressive piece of software. And 



yet, despite being someone who 
loves simulations of anything 
(especially with lots of buttons to 
press and technical detail to back 
it up), l fee] uncompelled by Silent 
Service. This is disappointing, 
because with just a little tweaking 
(and extra bytes, I suspect) it could 
have had that extra something. I 1 m 
afraid I'm going to have to close 
another review wishing for a 1 28 
version , , . no doubt to the irrita- 
tion of 48K owners. 



PRESENTATION 85% 

Smooth, apart from a slight 
Commodore accent . , . 

RULES 90% 

Wonderful, detailed, atmospheric, 
informative - etc, but in a most 
irritating format 

PLAY ABILITY 70% 

Nothing much interrupts the 
payability, it's Just rather dull 

AUTHENTICITY 79% 

The documentation is excellent 
but the 'feel ' of the simulation, and 
the lack of sound, detracts 

OPPONENT 72% 

They act predictably, but are 
sometimes genuinely menacing 

VALUE FOR MONEY 80% 

There is a iot in this for your money 

GRAPHICS 81% 

Attractive, but the enemy ships 
look weedy and there's the usual 
simulation 'blank space' syn- 
drome 

OVERALL 80% 

Professional, impressive and wide 
in scope 




BRIEFING 



This ii a new section of 
FRONTLINE which steps on the 
Girlie Tipster's toes ever so 
slightly (sorry H*rm»h}. | intend 
to publish suggested winning 
strategies for any game likely to 
be reviewed in this column. I'm 
starting out this month with tips 
for Annals of Rome hot from a 
certain Philippe Irving of 
Oxford, but I'm looking to YOU 
to send In your own reports from 
the western front - starting from 
nowl 

ft's essential to be aggressive 
right from the start, or your empire 
won't be large enough by the time 
the first really tough enemies, the 
Dacians, arise. Your legtonrwies 
can demolish any of the other 
races at first, so don't be put off by 
the size of the Gau lish empire. 

A good first move is to capture 
AJpes with a a targe number of men 
- 30,000 or more. Following that 
march straight on to Gallia, leaving 
a minimal force defending AJpes, 
This cuts off the source of the 
Gaul's strength, aggressive 



expansion during the next couple 
of turns should then eliminate 
them completely. 

During the early stages, never 
leave Italia defended by Jess than 
20 units, Otherwise you're asking 
for Rome to be sacked 

Leave the capture of Gracea 
until you are stronger, for the 
Macedonians are difficult to over- 
come when they revolt. 

Concent/ate your forces on 
homelands, leaving safe pro- 
vinces under the command of one 
unit only (as long as they're sur- 
rounded by friendly territories). 

Always choose loyalty over abil- 
ity when assigning Governors, and 
save those of high ability for lead- 
ing armies into enemy territory, 
Don t let forces bui Id up too Ngh in 
any territory, or even the most loyal 
of commanders may be tempted 
to rebel. 

Never raise the tax rate above 
One, it isn't worth it as popularity 
Is of pnme importance. 

Watch out for the Dadansf 





art flats, simulates the 
Tunisian Campaign m 'iVHpHrom the arrival of the "Torch Tnfc 
Force and their race for Tunis, to the final battte tit 'Operation Vulcan'. 
GBfT\& Features; Hidden movement on a mountainous terrain, 
scrolling map, 5 scenarios, air attack phase, strong computer 
iponem and 5 armies. 



VULCAN 
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Franco Frey gets out 
his SHUGARTS, won- 
ders why ALAN 
SUGAR hasn't pro- 
duced a disk system 
for the Spectrum, and 
gets to grips with the 
DISCIPLE -the best 
thing in terms of disk 
interfaces since the 
(now unavailable) OPUS DISCOVERY. 

PURE GOSPEL 

With the demise of the OPUS Discovery the Spectrum world has 
si i p ped bac k into a dark a nd disk less existence. Any hope of u pgrad- 
ing the current cassette-baaed games market with a user-friendly 
diskliase format, is quashed toy the lack of a standard disk operating 
system for the Spectrum - or at least one that 1 s property supported 
by the original manufacturer. Sir Cllve himself originally drove a nail 
into the Spectrum's coffin by introducing an unsuccessful upgrade 
In the form of the Microdrive - this time it's good old Alan Sugar 
who's slipped up, by not providing a disk system with the Spectrum 
12BK Plus 2, Plans may be afoot, but alas, they're far too late. 

Along comes Alan Miles from mi l&s Gordon technology to show the 
big boys what ought to be done s by introducing the Dfec/jtfe- which 
takes off where the Interface One fell short- Could this be the begin- 



Once satisfied, it formats a disk (in 
single or doubte-density format) 
and saves the system with the new 
settings. Boot- up from t ten on is 
simpie. 

Qn booting-up the Spectrum, 
RUN is performed and the system 
file is loaded from disk. Heady! The 
utility may be saved to disk for any 
future upgrades to the system, 
and with this done the boring cas- 
sette work can be forgotten. 

SYNTAX 

The operating system is an exten- 
sion of Sinclair BAS4C. To direct 
the commands to the disk drive, 
the BASIC command must be fol- 
lowed by a Syntax Operator, 
which is either D1, D2 or the 
latter accessing the last drive in 
use. Typing a capital D ensures an 
automatic display of the catalogue 
after the command has been per- 
formed, otherwise a fower case d 
will suffice. A normal file access 
could read like this: 
LOAD Dl "SAMPLEFILE" 
Ex-Microdrive users with the 
knack for convoluted commands, 
wiil be pleased to know that they 
can continue to use the Microdrive 
syntax. Apart from the usual 



The Discipte Is even/thing the 
Interface One should have been — 
and more TT>e multi-purpose 
interface provides a disk interface 
for any two shuqart {SA400) com- 
patible 3 inch, 3.5 inch or 5,25 inch 
disk drives, a fully supported Cen- 
tronics printer interface, two joys- 
tick ports and a local network sys- 
tem, In fact, most of the things any 
serioos or games playing Spec- 
trum user would love. 

PHYSICAL 

The Disciple could be mistaken for 
an over- large Interface One, It 
plugs into the interface edge con- 
nection of the Spectrum and acts 
as a wedge-shaped support for 
the keyboard. 



Any single or double disk drive 
may be connected to the Disciple 
- as long as it meets with the 
shuoart standard 34 way bus, 
Digging around in the office pro- 
duced a cumana double disk drive 
for the BBC which worked a treat, 
The operating system can be con- 
figured with the help of a ut i lity pro- 
vided on cassette- This program 
enables the user to give all the 
details of the system, including all 
the parameters relating to the disk 
drives including the number of 
drives t tracks, sides, and the step- 
ping rate in milliseconds. It then 
goes on to ask about the printer 
and the networking configuration. 
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SPECTRUM 



CONNECTOR 

PRINT 




THROUGH PORT 

DISK INTERFACE 
JOYSTICK PORTS 
IETWORK CONNECT 



INHIBIT BUTTON 
SNAPSHOT BUTTON 



LOAD, SAVE and VERIFY, the cas- 
sette-based user wilt have to 
include such instructions as FOR- 
MAT, CAT ERASE and COPY into 
their repertoire. FORMAT D1 for- 
mats the disk in drive 1 in double- 
density format, FORMAT SD1 in 
single-density format. CAT 1 dis- 
plays a directory of the contents of 
disk drive 1 in attended form, y-v- 
ing such details as program 
number (generated by the disk 
operating system), the filename 
fup to ten characters long), the 
number of disk sectors used, the 
type of file (BASIC. Code ( Snap- 
shot, Screen, Microdrive file. 
Specials, data array or character 
array) and finally the starting 
address of the file and the number 
of bytes used, CAT1! calls up an 
abbreviated version of the direc- 
tory. 

To save keyboard work, a file 
can be loaded using the program 
number designator generated by 
the directory system. If the 'sim- 
ple' CODE was number 5, the file 
can be loaded with a LOAD p5 
command- 
As with any respectable DOS 
the Discipte recognises wild- card 
filenames. These can contain ? 
symbols representing any charac- 
ter and * symbols representing any 
quantity of characters in the name. 
ERASE Dl M DEL*" erases any files 
starting with DEL such as "DELT1-! 
TLE" or "DEL". ERASE D1 
"filename" deletes the file from 
the disk directory of drive f. 
ERASE D1 " namet M TO " name2 " 
renames a file "namel" to 
"name2"„COPYDl "nameVTO 
D2 -name?" copies a file from 
drive 1 to drive 2 and renames it 
"name2'\ 

Tbe Discipte has an auto-load 
frle feature. When booting up the 
disk system with an initial RUN 
command, DiscipiB searches on 
the system disk for a file with the 
name "Auto-load" and loads and 
executes it automatically. All that 
is required is to rename the desig- 
nated file Auto-load". 



PRETTY PRINTER 

The Centronics parallel printer 
interface on the Disciple provides 
the Spectrum with the choice of 
dot matrix or daisy-wheel printers 
- the printer port is fully supported 
by the system software, and initial 
configuration is affected via the 
Utility program. The Spectrum's 
normal printer channel (ZX printer 
or ALPHACQM) may be used, or 
the Centronics port brought into 
play. The number of line feeds, as 
well as the number of line spaces 
before the [eft hand mara in and the 
graphic characters to be printed 
for E and? all have to be specified. 

If the printer recognises EPSON 
type command codes, the system 
doesn't have to be configured any 
further, as the operating system 
uses default values Otherwise all 
the necessary printer control 
codes can be input for printer 
initialisation, character pitch, line 
width as number of characters, n/ 
72 inch line spacing, normal line 
text line spacing, bit image 
character mode for user defined 
screen graphics, and any other 
extra control codes for the printer 
used. The operating system rec- 
ognises all the usual Spectrum 
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print commands such as LPRINT 
(including TAB and AT syntax), 
LUST and COPY SCREENS. 
Experiments with a CANON FW» 
1 1 56 A printer proved immediately 
successful - to be able to print out 
a screen dump without messing 
about witti printer control codes 
was little short of a miracle! 



TO SHARE AND 
SHARE ALIKE 

Two network connectors allow 
Spectrum* equipped with Disciple 
to communicate with each other. 
There are basically two modes 
available: the Shared Access Net- 
work that allows up to 62 users to 
access the printer and disk drives 
ot the master machine, and the 
Independent Station Network 
which provides file access to indi- 
vidual users each equipped with 
their own disk drrves and printer. 
In each case the system fiSe has to 
b& configured so that the system 
can recognise whether a station is 
the master machine, and what the 
station number of each machine 
on the network is. If a Shared 
Access Network is set up, the 
users only need to input their sta- 
tion number with a FORMAT N9 
(for station number 9) command. 
Sending a file 11 TEST"' to station 9 
involves loading it from disk with a 
LOAD D1 "TEST' 1 command and 
transmitting it with a SAVE N9 
command. NO specifies a general 
broadcast, which can be picked 
up by any station using a LOAD NO 
command. 



JOYSTICK 

Two Atari-compatible joystick 
porta are available on the Disciple. 
The nght-hand port is used for 
single-player events. If a commer- 
cials-produced program asks the 
user to select Kempston or Sinclair 
mode, either option may be cho- 
sen. The left hand port supports 
only the Sinclair mode for two 
player games. The joystick ports 
do not have to be configured prior 
to use. 



CHEESE PLEASE! 

The SNAPSHOT button enables a 
'photograph' to be made of the 
entire Spectrum 48K memory so 



that the memory contents may be 
saved to disk. The ma^n use of this 
facility is the conversion of cas- 
sette-based games to disk for 1 in- 
stant' load. To avotd pirating, a 
barrier has been set op in the 
operating system which prevents 
SNAPSHOT files being copied. At 
any given point in the game, pres- 
sing the button pauses the prog- 
ram and transfers the contents of 
the memory to disk in a SNAP- 
SHOT file, which maybe renamed 
at a later date. A further function is 
provided" by pressing CAP SHIFT 
and the SNAPSHOT button the 
current screen is dumped to the 
active printer port - excellent for 
mapping games! 



NO INHIBITIONS 

To avoid serious clashes with 
other peripherals the Discipte pro- 
vides an INHIBIT button which de- 
activates the operating system 
and shuts down the disk drives. 
The system can also be turned off 
with an OUT 31,0 command, and 
stays off until an OUT 3116 com- 
mand is received. In all cases the 
printer and joystick ports remain 
active, 

A point to note is that should the 
Spectrum be reset with the com- 
puter's RESET button, the Disciple 
retains the operating system in its 
memory. So rather than refoad the 
system file from disk, a simple 
OUT 123.0 reinitiates the operat- 
ing system. 

CAN I HAVE ONE! 

The Discipie is excellent value for 
money. It not only offers an 
extremely versatile disk and 
printer option for the Spectrum, 
but also includes the facility to 
transfer commercial cassette- 
based software to disk. The man- 
ual is concise and »nf ormative. The 
fact that everything works first 
time (including the dreaded busi- 
ness of dumping screens to the 
printer) shows that this is a well 
worked out design. Well done 
Miles Gordon? 

Producer: Rockfort 
Products, 81 Church 
Road, London NW4 4DP 
Price: E89.95 ine VAT 
Tel: 01 2030191 
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THE NEW WEEKLY POP MUSIC 
INFORMATION PACKAGE ON CASSETTE 
FOR TOUR SPECTRUM 48K/128K 



FIRST ISSUE OUT FEB. 6th 1987 



To order yo-ur SHAKE write r_o SHAKE, SUITE 3.2, D*pi. CR, EPIC HOUSE 
CHARLES STREET, LEICESTER LEI 3SH, sending theque or postal order 

□ I enclose £1 49 for the current issue of SHAKE 
D I enclose £7 25 for the ne-xi five- i&$ues of SHAKE. 

\ Tick As appropriate. 
Name , w p my , 

Address. . - - i- ,,-,, r . HH-nH*ikki4tiH*ai.i i . ■ ■ 







Signature 

Currently available issue dispaiched for all orders unless otherwise stated 
Postage free wiihin UK. Europe and Eire add 30p postage per issue ordered. 
Rest of world add £ 1 20 per issue for airmail 
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This month Jon Bates 
looks at a real-time 
midi recorder, an on- 
screen editor for the 
casio CZ series of syn- 
thesisers, and a new 
drum kit for the Spec- 
drum. He also ans- 
wers a few queries 
about interfaces. 



REAL-TIME 
MUL TITRACKER 



The Mtcon interface from XRI 
SYSTEMS is an adaptable little 
fellow, which seemingly can turn 
its hand (or port) to anything . It was 
reviewed in these hallowed pages 
when it was a step-time recorder 
and now there are plenty of other 
programs available for it* 

As you should know, a real-time 
recorder turns the Spectrum into a 
mutti- track machine for any midi 
keyboard, xri's Muttitracker prog- 
rani does just that with a reasona- 
ble degree of efficiency. It works 
like ihis. Anything you play up to 
250 bars long, rnonophonlc or 
polyphonic, is recorded first In a 
working buffer. You listen to this 
and decide if it is fitting for your 
needs , and any minor timing cock- 
up can be rounded up by a defin- 
able quantization. Having listened 
to it and ascertained that ft is suita- 
ble and correct, the section 
recorded 1$ then allocated a 
sequence number and name, and 
transferred to a storage buffer/ 
sequence file. 

The next task is to place H in 
position in the song: this task is 
carried out on the track control" 
screen. The tracks, all eight of 
Ihern, are scanned from left to right 
with track number one at the top of 
the screen and track number eight 
at the bottom. Let's assume you 
have a bass- line already recorded 
into the sequence fife that you 
want to put on track number one. 
Move the cursor to the beginning 
d track one, bar one, and enter V 
lor add : the prompt then asks 
which sequence number you 
want, If you can t remember, enter 
V and the sequence file will over- 
Lay itself and remind you of their 
names and number, If all te well, 
the bars visually fill themselves up 
(by turning a disgusting shade of 
yellow) and name themselves with 
the allotted name of the sequence. 
Play back and listen - Okay? Then 
back to the record screen and tell 
It that you are about to overdub 
and want to hear track one while 
you record another sequence. And 
so on. Mid-flight patch changes 
are easy enough and have a sepa^ 
rate file that allocates a letter to a 
patch. Just to keep you in order, 
the working screen for any func- 
tion always shows the current fiie- 



name/song-name in the memory, 
the amount of memory left, beats 
per minute and sync status. 

After a few hours of doodling 
around, I realised that lo get the 
best out of this program, you need 
to concentrate very hard on the 
way you plan your piece. The 
recording of a sequence Is termi- 
nated by entering V* Get this 
wrong and your sequences will 
form a useless musical mash -and 
the only way to fix a duff sequence 
is to re-record it! 

The sequence la only recorded 
on channel one of midi. so this 
could mean that as you get further 
into your piece you have to record 
and judge the sequence initially on 
the wrong sound. Once recorded 
you can allocate the playback to 
any channel and specify what 
voice (patch) it will play back wrth. 
Individual bars can be inserted, 
deleted or repeated, but sections 
cannot be repeated (silly realty). 

MuWtracker will respond to 
external midi pulses from a drum 
machine, and it has metronome 
features which can be designated 
to any note on the keyboard. This 
is thoughtful as some other 
sequencers play metronome 
notes that clash horribly with what 
you are trying to play. It has a Midi 
Function Cut that enables you to 
maximise on the memory space, 
by defaulting on unnecessary midi 
information: i.e. pitch bend, note 
velocity, systems exclusive etc - 
but you do need to know your midi 
decimal codes. The documenta- 
tion could have included a copy of 
the common codes as it would 
save novices hours of research; 
most synths have poor documen- 
tation In this department . 

The version I had did not corres- 
pond exactly to its documentation , 
but I understand that yours will. 
Virtually anyth i ng can be done wi t h 
the MuHrtmcker, but I do have a 
few reservations, like the lack of a 
repeat function and track merge. It 
would have been nice, too, to have 
a visual edit facility for the working 
buffer sequence mat enabled you 
to knock out the bum notes and 
rests to avoid tears and tantrums 
at the recording stage. But all in 
all, this is a very comprehensive 
package. 



CASIO CZ EDITOR 



If you own a casio CZ Series Synth p 
another xfu program will allow you 
to see all the voice parameter 
Information on screen. This is 
really useful , as editing new 
sounds of your own creation 
require an elephantine memory for 
figures - or else you wear fingers 
down to stubs on the synth cursor 
buttons. The eponymous CZ 
Editor will also plot envelope 
curves for each parameter. Saves 
lots of time and lets you see what 
you're doing all the time. There's 
more. It comes with a voice library 
bank file, I coukJ never understand 
why cask) limited the voice stor- 
age to only 16, Even the larger 
CZs are very limited on memory 
compared with their rivals. Mind 
you I could never understand why 
they put their synths out wrth a set 
of really naff voices that realty 



don't do the thing justice at all, Life 
is full of mysteries! Jem's library 
enables you, the happy Spectrum 
owner, to enjoy 129 voices at any 
time, sending them to and from the 
synth individually or in blocks of 
16. The whole library can be re- 
ordered to suit you. like all XRI's 
gear it Is microdrfve compatible, 
ror a few more pennies you can 
buy 1 00's of new voices for the CZ 
from xrl 

By the way, did you know that 
the CZ can be made to talk In 4 
voices at once? You didn't Well 
you wouldn't unless you control It 
from a sequencer. Good fun that. 

Both themuHitracker and the CZ 
Editor will work only with the micoh 
interface. 

The Multitracker will set you 
back £38,95 , the CZE titor £22 . 95 , 
and the Interface £49.96. 

xri systems are at: 10 Sun- 
ny bank Road. Wylde Green, Sut- 
ton Coldfield, West Midlands B73 
5 RE. Tel 021 362 6048. 



AFROKIT 



Bored with your Specdrum 
sounds. Can't poke any more life 
into them? Gone listless with the 
Latin Kit? Not got a sampler, eh? 
Can't read Simons' programs? 
CtiECTAH proudly present the 
Afrokit. Generate a jungle in your 
bedroom. Send goodwill mes- 
sages to the primitive tribes of the 
Ludlow rain forest (Some day HI 
tell you just how primitive some of 
Mr KJdcrs habits are, not to men- 
tion The Girtte Tipster 1 si I). The 
eight new Instruments are: 

Trunk: a 'double hit 1 deep sound, 
like a soggy gun shot, 
Buash(WHAM!): a high pitched 
snare drum/rice shaker. 
HI Conga: a good jungle sound, 
Lo Conga: like the previous one. 
excellent stuff for Tarzan sound- 
tracks. 

Clave: two bits of wood hit 
together, authentically hollow. 
Coconut: again hollow - like tap- 
ping your teeth. 

Quito: Crickets! could find a use in 
scratch records. 

Whistle: Fief's whistle meets high- 
speed Morns Dancers legs. 

The purchase of the Afrokit 
should certainly liven up your per- 
cussion tracks, especially al 
£4.99. 

On the reverse of the cassette is 
the Kit Editor so that you can com - 
bine any of the sounds you may 
have to form new kits, and reverse 
the sound of any of them. Happy 
Hunting, cheetah are swinging 
from the liana at: 1 Wlllowbrook 
Science Park, Crlckhoweii Road, 
St Melions, Cardiff. Tel. 0222 
777337. 

And so to your problems . , . 
A.C Kearney writes from 
Hartfiekj and wants to know If a 
Technics Grand, which is a mddi- 
equipped keyboard, can, with a 
suitable sampler and Interface, 
play any sound he has sampled? 



Yes, if you buy the ram/rare 
Music Machine which samples 
and has midi interfaces. Couid he 
add a Specdrum to this? Yes. but 
unless he is using a multi-track 
machine isee TECH NIC HE Nov/ 
Dec 1966) he can't play them 
together in real lime - the Spec- 
drum does not synchronise to midi 
clock pulses but rather to Its own. 
(And he would need two Spec- 
trum s). Finally, could he then 
create sounds without having to 
sample. Look, what do you want? 
Blood? Seriously, as a 48K cannot 
generate lots of wave form, the 
only way to create via midi is if you 
can fool around with the Internal 
sound creating routines in the 
Technics, which are doubtless 
protected by the simple method of 
making them not respond to any 
midi commands, and making no 
information which the internal 
addresses available. I think 
another synth module Is the only 
answer. 

Finally, Frank Bourn writes from 
Holland wanting to know of any 
sound programs that will generate 
realistic drums on his 12H Can 
anybody help? I have a horrid feel- 
ing that it's down to buying a 
Specdrum and muftitrscking 
sound, as I have never heard of 
anyone having much success with 
the AY 6912 chip in that depart- 
ment. 



COMING SOON 



More drum kits for the Specdrum. 
a midi interface with built-in effects 
at less than £50, details of adding 
effects to multi-trax without tears 
of expense, maybe some sound 
modules and a midi data base for 
all synths - look forward to your 
letters, Bye. 

JON BATES 
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This month Simon 
Goodwin sifts through 
the accumulated post 
and checks out the 
first book about 
Spectrum Plus Two 
machine code 
programming. 



HAND-MADE 

MACHINE 

CODE 



The Spectrum manuals explain 
how to program in BASIC, but 
tall you next to nothing about 
machine code - the language 
used to program most commer- 
cial games. This month I've 
looked at a new book f rom Mel- 
bourne house which promises to 
teach machine code to the 'ab- 
solute beginner'. 

Last month I reviewed wsoft's 
BASIC compiler - a program that 
Iran si ales BASIC into machine 
code, the fastest code the Spec- 
trum can handle and the code 
used for virtually all commercial 
games, Compilers will speed up 
BASIC, but they dorVt let you add 
much to the language^ and - at 
least on the ZBQ - they rarefy pro- 



duce code as quickly or concisely 
as a human can. So there's still a 
market for human beings who can 
write machine-code to order, and 
anyway it's great fun if you've got 
time to team. Machine code prog- 
ramming also teaches you a lot 
about the 'inner workings' of the 
computer. 

Spectrum Pius Two Machine 
Language for the Absolute Begin- 
ner is the first • Plus Two ' book 1 ' ve 
received for review. The pub- 
lishers say the book will suit 
experienced Spectrum coders as 
well as beginners, because it 
details the special features ol the 
new modeL Contrary to the impre- 
ssion given by the title though, this 



Spectrum +2 

Machine Language 

for the Absolute Beginner 




is not a book for those with no 
programming experience. The 
introduction says that it is aimed at 
people who can already program 
in BASIC. I woufd not advise any- 
one to learn machine code as a 
first computer language. 

PRESENTATION 

The book is a 190-page paper- 
back, set in fairly large type. The 
layout and presentation are a bit 
sloppy, but the binding seems 
solid and there are few very typos 
-author Joe Pritchard apparently 
can't spell 'dependent' (but nor 



could our * Publishing Executive' 
until recenttyf). I could only find 
one. very minor, typing mistake in 
one of the program listings. The 
grammar is below average, even 
for a programming book, but it is 
not difficult to work out what the 
author means. There are a few fee- 
ble jokes, and exclamation marks 
litter the text . 

There are 1 6 chapters, which I 
split into three sections. The first 
part introduces the ideas which 
underlie machine code program- 
ming. Then come five chapters 
that list the 'instructions* which the 
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BOX OF TRICKS 



Z80 processor can recognise. The 
last seven chapters are. to my 
mind, tne best in the book - they 
deal with specific 'concepts like 
sound, Interrupts, the display, and 
so on. The one and a hatf page 
index is totally inadequate - ft 
doesn't mention the LDIR instruc- 
tion, or the RS-232 interface, for 
example. 

Tfie first chapter is by far the 
worst, but luckily It's also the most 
dispensable, it's a mixture of 
patronising waffle and a bare 
minimum of hard facts'. Memory 
is referred to as A boxes' and regis- 
ters are called 'hands' and 'feet 1 . 
By the end of Chapter One, we 
know that the computer has a 
"CPU* - a two Inch piece of black 
plastic with 40 metal legs - ptua a 
number of "hands' and 'feet', 
where two 'hands' equals one 
foot - a foot' has sixteen toes' 
and a 'hand' has 8 fingers! 
Besides the processor, the com- 
puter contains a mysterious 
spike" called a stack, which the 
CPU can push with two ' hands' - 
its a good job most readers will 
already know what this chapter 
sets out to explain. 

Chapter One is the only part of 
ihe book which makes specific 
reference to the Plus Two - other 
sections refer to the Spectrum 
128. and it seems certain that the 
book was originally written for 
users of the original (pre-Amsirad) 
128. That doesn't matter much, as 
the differences between the two 
are almost entirely cosmetic, from 
the point of view of the machine 
code programmer at least There 
Is one annoying section however, 
that witters on about 'the EAR and 
MfcC sockets of the tape Interface 1 h 
which don't appear on the 
Amatrad Spectrum, 

The second chapter is a vast 
improvement - a clear explanation 
of the binary' and hexadecimal" 
numbering systems used by 
machine code programmers. 
Binary numbers are printed with a 
zero at the start to distinguish 
them from decimal; hexadecimal 
numbers start with an ampersand 
when they crop up in the text, but 
a hesh when they appear in prog- 
rams According to the text, some 
values are marked with a trailing 
H , but - thankftJy - I couldn't 
find any of those. Once numbers 
have been dealt with, the "back- 
ground 1 part of the book ends with 
a useful chapter about the inter- 
relation between machine code 
and BASIC, 

The next section Is quite well- 
written, but very unimaginatively 
planned. One chapter introduces 
all of the Z80 s registers' and 'ad- 
dressing modes* B then 70 hum- 
drum pages are used to introduce 
every instruction 2H.OG the chip- 
makers own up to. There's no 
mention of the hundred or so 'un- 
documented' instruct tons which 
work, but are not part of the 
machine's official specif Scat ton, 

Joe Pritchard follows the man- 
ufacturer's reference material 
faithfully, even though the resul- 
tant sequence of instructions 
makes il hard to write meaningful 
examples. The information is col- 
lected by category, as a proces- 



sor-designer would see it, so you 
have to read half-way through the 
book, past all the complicated and 
esoteric instructions for shifting, 
binary coded decimal, logic and so 
forth before you find out about 
'jumps' - the simple, essential 
machine code equivalents of IF 
and GO TO! 

ff you struggle through the 
strange sequence you'll find that 
all the Instructions are helpfully 
and accurately described, but the 
examples are uniformly trivial and 
do not build on the previous mate- 
rial, arbitrary as it is. 

To a great extent, the last sixty 
pages of the book are its saviour. 
They consist of seven essays, with 
examples, dealing with "real 
world 1 subjects. The first essay, on 
interrupts, gets into a bit of a mess 
- one paragraph covers more than 
a page and says that interrupt 
mode 2 needs a 256 (not 257) byte 
vector table. The next paragraph 
nuns to three quarters of page r and 
gets fairly confusing. The informa- 
tion is there - you just get a feeling 
that the author's grasp of it is not 
as firm as H might be. 

The data about the sound 
facilities seems complete, but 
again It is presented in the man- 
ufacturers sequence, rather than 
as a tutorial. A lot of this informa- 
tion has appeared, in rather con- 
densed foim in recent TECH TIPS 
columns, but the book is a good 
source of further information If you 
still don't know everything about 
128 sound and HAM paging that 
you would like to- 

Joe Pritchard documents quite 
a few machine code routines built 
in to the Spectrum ROM, but it 
refers you to another Melbourne 
house book, Ian Logan s Com- 
plete Spectrum ROM disassem- 
bly, for further information, 
Logan's ROM disassembly is just 
that - a line-by-line commentary 
on the code - and doesn't contain 
enough of an overview' to guide a 
beginnef. Yet another Melbourne 
house book, Understanding Your 
Spectrum* does better in this 
regard, but unfortunately it dupli- 
cates a krt of the information In 
Pritchard's book, 

Joe gives you the bare minimum 
- for instance he explains how to 
plot individual points on the 
screen, but not how to draw lines, 
even though there's a simple 
routine in the ROM to do that. Ha 
tells us how to read Individual 
characters from the keyboard, but 
not how to read the joystick or 
check for combinations of keys - 
vital for games! There's absolutely 
no information about the second 
16K ROM in the Plus 2 - the 
editor' ROM - and nothing about 
writing to the MIDI and Serial port 
These subjects deserve attention: 
after all. the book sets out to be 
specific to the Plus Two. 

I've made a lot of criticisms of 
this book r but they should be taken 
in perspective. Spectrum Pius 
Two Machine Language for the 
Absolute Beginner contains lots of 
information, defines all the terms it 
uses, and is a better-than-average 
introduction to a complicated sub- 
ject. It's a shame that it wasn't 
planned and edited more carefully. 




SYSTEM 7's bandy tittle reset box in fffl ite glary . 



If you've always been a bit niggled 
about the Spectrum's lack ol 
•frills 1 - no power switch, no Indi- 
cator light, and no reset button on 
early machines - system 7 elec- 
tronics (664 Anal by High Road, 
Hull, HU3 6UZ) have a low-priced 
widget that mtghl cheer you up. 
Their imaginatively-titled 'Reset 
box' will not send a thnll down any 
techie h S spine, but at £5.50 lt l s 
hardly a rip-off and may appeal to 
some people. 

The box measures about 50mm 
by 75mm. and ts about 25mm 



deep, not counting the bits lhai 
stick out of the top, Your Spectrum 
power lead plugs into one end, and 
a 50mm cable from the other end 
goes Into the computer's power 
socket On the top of the box 
there's a red power light, an gn/off 
switch and a reset pushbutton. If s 
neatly and solidly put together, but 
the on/off switch on my unit did 
collapse ~ reasonably enough, 
when I was stupid enough to put it 
at the bottom of a holdall filled with 
CRASH post, and drag the lot 
around with me for a few days. 



NEW TRANSFER PACK 3 — for spectrum 
tape to drive 



A softw&ra system to convert many TAPE based programs to four 
DRIVE (no mftttec whit type) + OTHER USEFUL utilities. Mosl jerky 
programs are EASILY converted to drive. Pack has at least 7 programs 1 
INCLUDES MANY UTILITIES (e.g "val" Creator, bytes chOppe^Splitter. 
TAPE UTILITY - neede to convert baud rales ) Opus/Beta owners add El 
for optional exfrs program . 

Si-H te TYPE of Spectrum & nam* of drive wtiBivarffcrfnflCe g 1 2Bk Spectrum 
arvd MicrodriuBj. or TAPE (£12.95 on Cirlndn*-*^ Sfa*etrum ooM 

(£6 rl updating) 

INFORMATION SHEETS - £1 each - appro* S transfers ol popular prog- 
rams, per sheel - needs TP3, Up to No. 2 5 aval la tite Special offer - No's 
1 to 20 only £4501 

MICROTRANS 2b - for m/drive to m/oriva back-up + easy ERASE, laps 
lo drive Oriel headerless] - does NOT convert programs. Include* 
MiCROTAPE and RUN programs Only £3 on tope. Ci 50 on Cart. Fw 
eny Spactrum.CODE COMPRESSOR * £3-50 
Overseas: add £t Europe. £2 gtrrars eacri product SAE lor details, 
NO RISK! - ALL OUR PROGRAM* CARRY OUR MONEY BACK 
GUARANTEE {not updates) 
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128 QUIRKS 
(at least!) 



An anonymous reader has written 
in to ask how to use the Plus Two' s 
e*tra memory in a BASIC program. 
The first point I should make is that 
ZX BASIC can only handle about 
40K of program and data at one 
time, on any Spectrum version. 
The easiest way to gain access to 
the extra RAM on the Plus Two is 
to split your program or data, load- 
ing different programs or arrays 
from the RAM disk as you go 
along. Hie RAM disk works fast 
enough to prevent annoying 
delays as the program runs, but 
you'll probably have to revise the 
design of your program. If you've 
got 40K of BASIC already, this Is 
effort is likely to be overdue! 



128 SOUND 

Fredrik Bergstrom. from Sweden 
{surprise, surprise!) Has got a 
Spectrum 1 28 made for the British 
market, and finds that the sound is 
not modulated onto the correct 
channel to work with a Swedish 
telly. There are two cures for this 
problem. The first is to replace the 
modulator — the silver box sup- 
porting the TV socket - with a 
Swedish one. These are cheap, 
standard components - one firm, 
astec makes modulators for 
almost everyone - and you should 
be able to get a Swedish sound 
and vision model from any compe- 
tent micro repair firm. 

tt might be possible to tweak' 
the modulator to use a different 
sound -channel offset, but I 
wouldn't like to try it without a lot 
of expensive test gear. The 
simplest option is to give upon the 
idea of getting sound and vision 
from the TV, and to connect a 
separate amplifier to the sound 
output on the DIN socket at the 
back of the 128, 

Several readers have reported 
problems with distortion on the TV 
sound output of the 1 28. To some 
extent this is inevitable, given the 
simple circuits used and the 
amount of interference of alt kinds 
floating around inside the 
machine, but the background 
noise should be much quieter than 
the music - no louder than the 
background hiss on a cheap cas- 
sette, for instance. If your machine 
sounds worse than this, you 
should compare the TV noise with 
the output from the SOUND soc- 
ket at the back of the computer. If 
this is less noisy, try different TV 
sets. If the problem persists, but 
only on TV output, the Plus Two 
modulator needs to be replaced - 
otherwise, your TV is at fault. 

Some Plus Twos give a lot of 
background noise from a TV and 
from the SOUND socket. If so, and 
if you're willing to invalidate your 
guarantee, try opening the 
machine and un-pluggjng the con- 
nector to the cassette player. If this 



gives a great improvement you 
can make this modification perma- 
nent, without losing the use of the 
recorder, by putting a switch in the 
red lead to the tape drive, and only 
turning it on when you need to use 
the tape. The rest of the time you 
should get: a clear sound. I should 
stress that I have not been able to 
try this, as I can't find a faulty Plus 
Two to practice on. The idea 
comes from chcetah, whose MK5 
keyboard makes heavy use of the 
sound chip. 



128 INFO 

Alan Johns has not been paying 
attention. He wants to know now 
to redefine characters or disable 
the BR EAK key on a Plus Two. The 
answer is simple: do it just the 
same way you would on an older 
Spectrum. For instance, type 
POKE 23606,4 to shift the charac- 
ter set up four lines. This makes 
things pretty hard to read, so you 
should use POKE 23606,0 to put 
things back to normal. Tve 
explained how to re-define 
characters in detail, and explored 
several ways of disabling Break - 
with various pros and cons - in 
CRASH issues from 31 onwards. 



A VOLEXING 
QUESTION 

John Marshall has wntten in to 
ask if the- voLEX Teletext adapter 
works with the Plus 2, Search me, 
John! None of us has got one - not 
even Franco. Please write to TEC H 
TIPS If you've tried this add-on 
with a Plus Two F whatever the 
results, and put other volexers out 
of their misery. 



PLUS TWO 
PRINTERS 

I recently discovered that the 
alpha.com- made Time* 2040 
printer will work with the Plus Two; 
like other ZX-printer emulators it 
only works in 48K mode, as it 
doesn't use the serial port which is 
brought into play in 12B B ASIC- 
Several people want to know how 
to get Dixon's cheap and cheerful 
B056 printer to COPY screens 
from the 128. In theory this should 
be possible: the same device is 
sold in a bundle with the OL. and 
will print out graphics from the 
Easel" package, with a little 
prompting. With luck and a follow- 
ing wind (a thermal, of course) I 
should have the answer next 
month. 



COMPILER RIGHTS 

E Cainsell wonders whether 
royalties have to be paid to the 



compiler- writer ff a program writ- 
ten with a compiler is published- 
The answer is almost certainly no. 
although some firms do ask you to 
contact them before you publish 
compiled code commercially. 
Firms have tried to extract royal- 
ties under such circumstances, 
but - frankly - I think this is just 
'trying it on\ There are no royalties 
to be paid on programs compiled 
with zip or msoir BASIC, but you 
must explain in the documentation 
of your program that it uses 'run- 
time routines 1 which are copyright 
property of the compiler firm. Pss 
say that their agreement with the 
authors of MCODER m requires 
them to charge "a one-off fee of 
£150 h if you use the compiler to 
write a commercial program. I 
have spent a while trying to con- 
tact softek, without success, ocss 
have gone bust, so I suppose you 
can do what you like with BLAST 
code - that is, if you can get It to 
work! 



DATEL UPDATE 

The issue of CRASH containing 
my appeal for further comments 
on DATEL 1 s Snapshot has only just 
reached the shop as I write, so I 
have only received three more 
comments so tar. Sty art Downing 
and Connor Sadler have had 
similar problems to those I found, 
whereas Simon Parkinson has 
written in to say: "Your out to get 
oatel now arnt you M (sic). "I've got 
nearly everything that datel make 
for the Spectrum (including the 
Snapshot} and they're great, espe- 
cially the prices." 

I'm not out to * get' anyone, and 
I've nothing to gain by reviewing 
any product inaccurately. Appa- 
rently the Advertising Standards 
Authority Is "looking into 1 the 
Snapshot claims. I will print their 
conclusions here, although I'm still 
interested to hear what CRASH 
readers think. 




SPECDRUM and 
MICRODRIVE 

D WanklJn wants to know if it is 
possible to load and save Spec- 
Drum patterns on Microdrive. The 
short answer Is 'no 1 , because the 
SpecDrum software only works 
with tape - it has deliberately been 
kept simple, to leave lots of mem- 
ory for the sampled sounds and 
your drum patterns. It would be an 
I awful lot of work to convert the 
software, and you'd have less 
space for drum patterns after- 



wards. 

However you CAN save pat- 
terns with a "one- press' saving 
device such as a Muttiface< and 
indeed that's what I do to avoid 
tape loading times, You need quite 
a lot of Microdrive space, because 
the MultifaCB will save the prog- 
ram, samples, and drum patterns 
all at one go. In practice this is 
quite convenient, as long as you 
don't need instant access to sev- 
eral full-sized rhythm files. 



ELITE JOYSTICK 
CLASH 

Stuart Bone, of Malta, complains 
that firebird's Etite space-smash 
won't work with a ram Turbo joys- 
tick interface, I spoke to ram and 
firebird, and found, in essence, 
that both the program and the 
interface are too clever for their 
own good! Ram electronics 
explained that their interface gen- 
erates keyboard and 'Kempston- 
style' signals simultaneously; this 
disturbs Elite, although it doesn't 
bother any other programs. 

Ram had been selling the Turbo 
for a couple of years when the 
problem cropped up. but they 
looked at the design to see If there 
was an easy cure There wasn't? 
firebird decided not to try to re- 
work the program, on the grounds 
that the code was already horribly 
complicated and would need 
major changes, and the program- 
mers had been asked to make it 
work on the 1 Spectrum' - not with 
all the possible add-ons. 

Ram eventually made a special 
adapter, to fit between the Turbo 
and the Spectrum - this disables 
some Turbo facilities so that Orfe 
can run properly. The snag is that 
the adapter needs two expensive 
edge-connectors and costs E3, 
even though ram sell it at cost- 
price, as a "'service. If you've 
already got E lite and a Turbo, and 
you really want to be able to use 
your joystick, this is probably the 
best solution. If you've already got 
one product, but not the other, 
beware! 



ENDPIECE 

I ' ve still got stacks of letters to ans- 
wer, and I hope I will have cleared 
the backlog by the time you read 
this, rm afraid that, for a while, I'm 
going to have to ask you not to 
send SAEs with your letters 
because I can't guarantee to give 
everyone a personal reply. At pre- 
sent I spend more time sorting out 
correspondence - usually just re- 
iterating things IVe already written 
in the column -than I do writing for 
ALL of you, and that's clearly 
counter-productive for all but the 
lucky few! That said, I hope you 
will continue to write in, because 
I'll continue to offer prizes for good 
ideas, and to answer as many 
questions as possible in the 
magazine. The address hasn't 
changed: TECH HPS, PO BOX 
10. LUDLOW, SHROPSHIRE, 
I SYS 1 AO. 
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iarn os pre se nts the comp%r version ot "The Qr'Ow LrtfJ Paths Of 

'Based on Sue Townsgnd b best-seWng book. end l {if? popular 
tsuthe gem© allows you to ht*ip AcJr ion with day-io-dEs y dec! 5&nf - a 
texfrtiawd game with beautiful lto^tratiarrS\and your aim is to makij Ativan as 
poiSmrae possible through^opr *ki&w*£;> roW jlti P |ft ~ c|M|0 < ce ^ ue * tton^- Thla 
four part game covers 18 mapms jjfnrie lif^pr s^pkrino. intellectual AoHa^ and it 
available: for ? different computers^ 
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'BBC B version la not illustrated. 



Produced by Mosaic Publishing Ltd. 



The Growing Pain* of Adrian Mole is available Trorn all good software stockists. 
If you have trouble finding it you canity directly from Virgin Games 
Please encircle the software you require and send this tear-off to 
VlrpfnOamei Mall Ordtr, Vernon Yarcl,f*©rtok*e>llo Head, 
I W 1 1 2DX. Ma k e ch aques o r c ro s se d postal orders payable to 
Virgin Games Ltd. Please do not post notes or coins. 



COMPUTER FORMAT 
Spectrum 48/ 1 as CASS 
Commodore 64 1 2 6 CASS 
AmttrAd CPC CASS 
BBC B CASS 
M&X 64 k CASS 
Atari 40Q/aOOXL> XE C ASS 
Arrmtnd CPC * 1 2 8 OJ3C * 

pew a zse/as i f Disc 
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DEREK BREWSTER'S 



INTO THE 
NEW YEAR, 

VALIANTLY... 

NYONE who knows anything about adventuring will 
have heard of level o. Jewels of Darkness was the name 
given to rajnwhd 5 recent release of their three adven- 
ture classics wrapped up as one, ccHnprisIng Colossal 
Adventure, Adventure Quest artd Dungeon Adventure, 
January should have seen t he release of another trilogy, 
Silicon Dreams. This package has Snowball (CRASH 
July 84)p Return to Eden (Dec 84) and The Worm in 
Paradise (March 86} ail together for the very reasonable 
asking price of C 14.95, The package includes a full play-guide plus Eden 
Song, a novella fay Peter McBride. 

Incentive have just released a Paper Management System in the form 
of a designer pad which aids the development of CWG-produced adven- 
tures. Each pad has over 200 double-sided pages of A4, which makes it 




a rather weighty package, but incentive have agreed to send it out by 
post for £1 ,25 - the package itself costs 517.95 so that's C9.20 in all The 
address for orders is incentive, 2 Minerva House. Calteva Park t Alder - 
maston, Berks RG7 4QW 

This month's reviews are made up of Efodgy Geezers, a Lever/Jones 
satire Remember Hampste^d and T^rorrnoliMST) put out by Melbourne 
muse. Apache Go/dand Winter Wonderland* two GAC adventures from 
the firm that gave you the Graphic Adventure Creator, incentive, Landfall 
on Roifus, the second clwyu adventure software game to be reviewed 
in The Trail (the first was Futurezoo). ar>d Forgotten City, a game from a 
new outfit called hawk, which is a very good first release- 
Marks given in The Trail have hovered around the eighty manX in recent 
months, and there is a good reason for this. A! one time I liked to review 
a cross-section of arrivals, but recently I've thrown the poor ones aside 
and only reviewed the more worthy releases. Perhaps 111 include a 
1 howler 1 i n the coming months just to balance things up a bill An interest- 
ing-looking Book of the Dead, submitted by the essential myth, was 
accompanied by superb playing notes but unfortunately wouldn't load, 
Any company submitting reasonable quality material to The Trail and 
wondering why it hasn't appeared would do well to re-submit a copy 
which is sure to load. 

t hear that Dodgy Geezers is to be the last release from the Lever/Jones 
partnership. This will be sad news to all those who have laughed their 
way through the couple's mirth-filled satires. The Trail would like to take 
this opportunity to wish them both the best of luck in the future. 



THE LEGEND OF APACHE GOLD 



Producer: Incentive 
Price: £7.95 

Author Peter Torrance 

A touch of the old Blazing Saddles 
and Little Big Man with this, the 
first medallion release from incen- 
tive produced with their Graphic 
Adventure Creator, Peter Torr- 
ance is the chap who Quilled 
those cheapie classics Subsunk 
and S&abase Delta put out by fihe- 
emo, so it will be interesting to see 
how he performs with this new 
adventure medium at full-price 
level 

It's 2am in the saloon bar of an 
old west town - known as 
Skints vi He for good reason, as its 
inhabitants, including yourself, are 
short of readies, you are Luke 
Warm, by both name and nature, 
as you sip on your tenth and iast 
shot of liquor. Through the smoky 
atmosphere you make out the 
rotund outlines of some old-timers 
sitting in the comer, and presently 
their voices drift over above the din 
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of the bar. "Yep Jake, the legend 
goes that them pesky indlans bury 



their gold in the grave of their chief 
I hear that one of the Apache chiefs 



has just kicked the bean-can. Only 
trouble is there are some mighty 
strange powers at work in their ter- 
ritory, . . "Our chap isn't too keen 
on the spooky stuff, but is quite 
excited at the prospect of seeing 
the glint of gold in his eyes and 
sets off to find the injun's 
grave * * * 

Groan. Yes - an irritant is spot- 
ted as soon as you start playing. 
Your input begins straight after the 
end of the location description 
(and on the same line). This is not 
altogether untidy, but what makes 
it worse is the splitting of words 
between lines. Groan Number Two 
is the way the program leaves one 
or two lines of the previous loca- 
tion description on the top of a new 
location description when the 
graphics are on (although this 
seems to be a gac tratt). All-in-all, 
there's a Slightly scruffy look to this 
game. The pictures would be con- 
sidered quite good for a budget 
release, but when you get to the 
dizzy heights of £7.95 they don'i 
look so good. 

Loading ]eads you straight into 
the first frame, where you find 
yourself in the back of a wagon on 



* wild open plain, This first part is 
remarkably straightforward, with a 
brief and cursory examination of 
what you see quickly leading on to 
tangible progress. These earty 
problems are just a little too easily 
solved for anyone other than a 
beginner. For example, after your 
inevitable capture by the Indians, 
simply wearing a blanket gives the 
guard the creeps as he flees what 
he regards as a great white spirit. 
Tm 'um off!" he screams. 

Reading the sign on the totem 
pole reveals that the indians are 
out to lunch (or more correctly, out 
hunting itj. This gives you time to 
explore their cosy little settlement, 
but you'll encounter your first real 
difficulty in finding out exactly 
what the somethin glrtterin' atop 
the totem pole is, AJJ attempts to 



dislodge said rtem with the 
tomahawk or spirit stick from the 
medicine man's wigwam come to 
nothing, as did the obvious 
attempt to chop the pde down, 
This isn't the only problem to be 
resolved in this area: getting the 
canoe under way in the fast flow- 
ing hver also requires some 
thought. 

Once you get the wagon going 
again {it had lost a wheel) there is a 
large area to the east to explore. 
Picking up all the items on your 
journey (and you are allowed to 
carry a considerable numberi you 
are then left in the familiar adven- 
ture dilemma - which objects are 
associated with which problems? 
Objects I can remember include a 
spirit stick, tomahawk, a bottle of 
dirty water, a doctors medicine 



cure, a hanging rope, a sack, some 
did and a squaw's handbag. 
Problems abound in the east, with 
a skuSI on a stick guarding the entr- 
ance to a mine, a huge eagle on its 
nest on top of a rock face, and the 
painful problem of negotiating the 
hot desert sand without burning 
your feet. 

The adventure has some fine 
touches r like when you throw the 
dfel on the fire which gives off puffs 
of smoke. Examining the smoke 
reveals your total lack of under^ 
standing of smoke language - 
"Wish I knew Smoke Gxfe" is the 
amusing riposte. 

Tfre Legend of Apache Gold is 
an entertaining adventure which is 
far from difficult. Both experienced 
players and novices would find 
much to do and explore in this land 



of the indians. 



COMMENTS 



Difficulty: not difficult, easy Stan 
Graphics: reasonable 
Presentation: blinding bright 
white background 
Input facility: basically verb/noun 
Response; reasonable, not as fast 
as Quffled games 
General rating: good 

Atmosphere 88% 

Vocabulary 87% 

Logic 90% 

Addictive quality 89% 

Overall 88% 



DODGY GEEZERS 



Producer: 
Melbourne House 

Price: £8.95 

Authors: Lever & Jones 

This one sees itself as a real life 
adventure, which doesn't mean 
much until you consider the previ- 
ous Lever/Jones releasee: 
Hampstead, which lampooned the 
desire among many of the capi- 
tal 's residents to move up to the 
suburb where living fn London 
makes some sense, and Tenvr- 
mofinos, which showed where 
you'd end up if you couldn't quite 
make ft. Well, wfcth this game her© 
we take a further tumble down the 
socio-economic ladder, to those 
who would be on the bottom rung 
were It not for their ingenuity. In 
short, these ana the folks who got 
on their bikes and made off with 
your video recorder . 

In Hampsfeart your task was 
social advancement from a U840 
to a turbo U640 (a government- 
salaried job?), and in many ways 
this game plays much the same - 
except that the definition of social' 
advancement here is a much more 
immediate and tangible concept. 
Thieving is the usual way of life for 
these crooks, but the character 
you control, just released from 
prison after serving three years for 
his part In the Long Ditton 
Spaghetti Caper, is also preoc- 
cupied with the little business of 
dealing with the grass who set him 
up, and landed him with a two year 
sentence (he got an extra year for 
bad behaviour). 

The object is to find yourself a 
nice little earner which will see you 
alright on the Costa Brava, safe 
from the prying eyes of Her 
Majesty's Government. To do this 
you must first get a gang together 
- this comprises much of the first 
part of the adventure. The second 
part involves the robbery itself, 
and lets you see how well your 
selected villains operate "on the 
job 1 . 

To be totally honest, my first 
impressions of this game ware not 
good. The adventure was 



developed on The Quili, and then 
reprogrammed by aShminster 
Computing. Departures from the 
usual Quilted program format 
include the longer ffian one line' 
entry, but the game shows no airs 
and graces by keeping to the R for 
Redescribe, 

Unfortunately, a&hminster have 
not done a good job (with the 
Spectrum version at least) as the 
input routine is nothing short of 
diabolical- Letters get repeated aJi 
over the place when a series is 
entered at normal typing speeds- 
Even when just putting in one letter 
Tor a direction * for example S for 
South, pressing ENTER gives you 
another S - this is frustrating 
enough to introduce a vicar to the 
delights of blasphemy! 

The authors' work is no master- 
piece either, as the presentation is 
flat, with short, uninteresting loca- 
tion descriptions which are mostly 
made up of directions to adjacent 
locations - for instance, " St J udes 
Road, To the north-east is Pork Pie 
Parade, and to the south. Terminal 



Street, A winding lane leads south- 
west." Although such construc- 
tions are superb for mapping pur- 
poses, they leave something to be 
desired in terms of creating a rivet- 
ting atmosphere. 

The program can be quite 'out 
to lunch' at times, with a lack of 
response that leaves the player 
cold: RECRUIT GEORGE. CON- 
TACT GEORGE, and KILL 
GEORGE all give the same reply - 
absolutely nothing! Surely when 
you try and kilt a guy there should 
be some sort of response, 

Just to round off this whingeing 
and moaning section, it some- 
times happens that a description 
of some import is whipped off the 
screen before you have had time 
to read it n and all you're left with is 
a new game and the feeling that 
something or someone most have 
wiped you out. Do not despair 
though, this game does grow on 
you - once you take the time to get 
to know it a little better. 

On the simple level, the charac- 
ter set has been attractively rede- 
signed with round HofrfajMrke 
runes (although the input W looks 
almost exactly like the U): whiJe on 
the more fundamentaf level, a time 



element has been introduced with 
the HANG ABOUT command - a 
means of zipping through Friday 
night and into Saturday morning rf 
you should so wish. One reason 
why you might want to alter tirne is 
to fast forward to when the pubs 
are open , pubs being a good place 
to meet dodgy geezers for so one 
would have thought - the game 
isn't quite that easy). 

The poster descriptions which 
can be brought up onto the screen 
(READ POSTCR) are inspired. 
These give an opportunity to leam 
more about your peers - and a 
chance for the Lever/Jones 
humour to shine through. With 
these descriptions it's best to go 
straight to the crook's nickname, 
as here lies the clue to how the 
character earns a living in the 
seedy London underworld. Jack 
Bolter is Cracker, has a nervous 
twitch, and only three fingers on 
his left hand due to an explosion. 
Arson in 19fl0 left him with three 
years arson around - in prison. 
Septimus Griffin is Little Ken (of 
Terrofmofinos fame?) who is 
cheerful and friendly, and has 
scarred buttocks as a result of a 
childhood holiday accident. He is 




an experienced cat burglar and 
suspected of 312 separate thefts 
of rare cats. But the crook with 
wham we can have the most sym- 
pathy is one Nbedele J ago {Mr 
High- Score or Video in the Mr Men 
parlance) who has highly cultured 
tastes, a PhD (Cantab) in Com- 
puter Science, but who fell foul of 
the Tax Inspector and unwittingly 
began a Fife of erf me with a 19B0 
sentence for tax evasion. 

Clearly, Dodgy Geezers isn 't the 
best- programmed adventure Ive 
ever played but that isn't really the 
issue with a Lever/Jones program. 
Humour is the nam© of the game 
here, and this program offers 
much amusement to those who 
either just read the cover, or really 
get to grips with the intricate plot. 
There's something about the 
Lever/Jones style thai I realty 
appreciate. Take this example 
from the starting sequence — 
'Keep your noses clean, your 
eyes peeled, and your cheques 
cr ossed", and this advice on leav- 
ing prison - "Since you are a pro- 
fessional criminal, it should be 
quite obvious that you must find 
yourself a crime to commit, and a 
gang to help you commit it. 0 
Recruiting the gang isn't so easy 
as you must first prove your worth 
as a leader by negotiating the vari- 
ous intrigues of the underworld. A 
question which will most certainly 
exercise your mind on your travels 
is . . . just who is the guy in the 
white Gucci shoes who seems to 
lurk in every shadow and door- 
way? 




Difficulty: easy to wander, not so 
easy to be a dodgy geezer 
Graphics: few and far between; 
mainly mug- shots in first part 
Input facility: AND and IT accom- 
modated 
Response: fast 

General rating: more interesting 
the rncwe you play and get into the 
theme 

Atmosphere 79% 
Vocabulary 88% 
Logic 86% 
Addictive quality 85% 
Overall 86% 



WINTER 
WONDERLAND 



Producer: Incentive 
Price: £7.&5 
Authors: Tim Walstia & 
Simon Lipscomb 

Let's say straight away that I liked 
this one. It's the second release 

from INCENTIVE 5 MEDALLION label. 

and deals with a theme which 
should be familiar - even to those 
who aren't off on one of those Eas- 
ter skiing expeditions. The prog- 
ram is welt-proportioned and 
nicely balanced, both in terms of 
story and difficulty. 

You begin, standing by your 
crashed Cessna light aircraft in the 
snow-covereo Himalayas, out 
how did you get there? That's a 
long story. 

Having studied and practised 
anthropology {bothering people, 
to you) fof over ten years, you had 
all but given up on your dreams of 
making some great discovery that 
would put your name in the 
anthropology books. That is, until 
you received a Tele* from your 
Russian Archeologist fnend, Ser- 
gio Kirov, currently working in 
i ioet. his message related nis dis- 



covery of a civilisation as 
advanced as Mankind, yet totally 
independent of U. Sergio request 
you leave for Tibet immediately, to 
give the kind of advice which has 
given you the title of the man who 
takes the apology out of 
anthropology. 

Sergio is nowhere to be found 
when you land at Lhasa airport, 
but one of the locals tells you that 
he left a message requesting you 
to meet him at the dig site. 
Although the airstrip was on the 
lower slopes of the Himalayas It 
was relatively accessible and you 
were thought a competent pilot. 
You hired a run-down but func- 
tioning Cessna and crash-landed 
right into the first location. Just 
before you baled out, you could 
have sworn you saw the glim of 
sunlight on a glass building - but 
surely not out here in the middle of 
nowhere? 

If all goes well, you should 
negotiate the ferocious bear, hav- 
ing previously equipped yourself 
for the condithons by picking up 
the fur coat and snowshoes from 
the Cessna. Picking up the coat 
has you wearing it, which is just as 
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FORGOTTEN CITY 



Producer: HAWK 
Price: £3,50 
Authors: M Adams & 
M Kennedy 

I had a quick read of the letter 
accompanying this one, and if I got 
the facts right, hawk is an acronym 
standing for Home Adventure 
Writing Korporation. The three- 
man team (the third is an Andrew 
Sherlock Heads who is chief tes- 
ter} are oniy sixteen years of age - 
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pretty good going when you con- 
sider this Ouilbd, IHustratotBd and 
Patched game isn't too bad at all - 
certainly one of the most profes- 
sional mail order games received 
this month. 

The inlay is of a professional 
standard, the storyline is most 
readable and the program skips 
along nicely. There's also a crafty 
bit of marketeering going on her© 
(must be those business aware- 
ness lessons they have in schools 



in front of the news cameras) 
whereby the first 25 people to 
complete th is trip to the almost for- 
gotten Atlantis get a free crack at 
their next release. I would, how- 
ever, take issue with one piece of 
business bureaucracy that should 
be left in the textbooks - allowing 
28 days for delivery went out with 
the slide- rule in every office except 
those in the public sector (and 
estate agents of course, how do 
they get away with it?). Boys, 
unless you're training for a life in 
the Civil Service, I would send out 
games by return of post. 
As you might glean from the 



well, as the program does not 
understand the verb WEAR. An 
unlucky pot-holer sees your next 
advance; you profit from the fact 
he's as stiff as a plank and won't 
be needing his equipment, which 
is precious to you in your predica- 
ment. Following things through In 
a fairly simple manner you will 
come upon a small round ice cave 
where a frozen waterfall hangs 
down from the ceiling, and a ledge 
hangs high tip on the east wall. 
Here lies one of my few moans 
about this game; the program 
does not comprehend THROW 
ROPE but accepts CLIMB ROPE- 
without you first throwing it or 
otherwise tethering it to some- 
thing. I donl know about you, but 
to me this somehow doesn't feel 
right. However, such inconsisten- 
cies are rare, and on the whole the 
program Is reasonably intelligent - 
and sometimes quite innovative, 
as with the icicle which melts on 
entering the warm environs of the 
hoteL 

Winter Wonderland is in the 
same sort of bail park as Apache 
Gofd when it comes to difficulty of 
play; both games are popularist 
and will appeal to beginner and 
devotee alike. In the entertainment 
stakes, again, there is not much 
between the games - it really 
depends upon which theme app- 
eals the most. Wint&r Wonder- 
lands location descriptions are 
never particularly long, but they 
are always well -constructed, 
imaginative pieces with clues as 
to how you might proceed . A good 
example of what incentive's 
Graphic Adventure Creator can 
do. 



r 



COMMENTS 



Difficulty: not difficult 
Graphics: quite good in places 
Presentation: alright 
Input facility: includes AND, 
THEN and IT 
Response; fast 
General rating: a well written, 
interesting story 



Atmosphere 89% 

Vocabulary 81% 

Logic 80% 

Addictive quality 92% 

Overall 89% 



intro, this is a cut above your usual 
mail order game; take the option 
or oiae a ana its oiack pnnt on 
white background for masochiaf s 
and the Sde B option of restful yel- 
low on black - yummy! The 
character set is clearly rede- 
signed, which is a blessing after all 
the unreadable scrolls Tve strug- 
gled through in recent months. 

The story behind this one reads 
well, so let's have a look at it , * . 
Reports from the earth monitoring 
satellite. Intelsat, have pinpointed 
a source of radiation somewhere 
in the mid-Atlantic. Co-ordinates 
obtained from rarJo-therrnai 



scans suggest a man -made 
source - yet there is no land within 
a thousand mites of the area! it is 
ycKirgood self who first propounds 
the theory of the lost city of Atlan- 
tis, and you beoome interested in 
the myths of Neptune and the 
Power Trident as told by that 
Greek raconteur, Plato. 

The Trident gained its energy by 
concentrating a power from the 
green rays of the planet Neptune, 
giving the Sea God the ability to 
oontrof the elements. Neptune 
descended to the depths for eter- 
nity p but left his trident in the hand s 
of the Atlanteans. This great civili- 
sation designed a vast security 
complex to house the treasure, 
and it has remained there ever 
since, Clearly, if you could grasp 
the trident and bring it back to 
England, the reality of Atlantis 
would be proven and your wealth 
assured, A light aircraft takes you 
to the scene of the radiation, and 
flying through dense grey douds, 
you at Last see the lost city, far 
below and basked in apparent 
sunshine. 

You begin with an imaginative 
representation of a beach, which 
is smartly boxed in - showing a 
rather clean-cut and attractive 
screen image with the yellow on 



black option. Now. being a bit of a 
berk, or perhaps in the endeavour 
to explore all pathways, I went 
about the busi ness of climbing into 
my Douglas light aircraft, inserting 
the key, pressing the button and 
shooting off for home. Unfortu- 
nately, I hadn't attempted the 
adventure and did not have the tri- 
dent - but at least me telling you 
thts saves you the bother of climb- 
ing into the cocfcpit straight away. 

Having decided to at least have 
a quick look round Atlantis, I get 
on with the adventure, heading off 
east into the coastal forest with its 
iow bushes and exotic berries. 
Examining the berries revealed 
them to be medicinal fruit, but 
picking them up wasn't acknow- 
ledged with the age-old OK. 
instead you have to resort to 
checking your inventory. So now 
you have a small key and a 
machete (from the start) and the 
exotic fruits. I don't think I'm giving 
anything away when I say that the 
meghete is used to hack away the 
undergrowth around the ancient 
Atlantean temple, but getting over 
the precipitous edge of the lava pit 
there might prove a little more 
tricky. The path to the city of Atlan- 
tis lies another way. 
The city of Atlantis is a highly 



LANDFALL ON 
ROLLUS 

Producer: Clwyd 
Adventure Software 



Price: £2.99 
Author: G Frampton 

It began as just another routine 
planetary survey. The starship 
Nebula IV, already two years and 
23 new worlds into her mission, 
had dropped into normal space in 
the vicinity of a bright white sun 
around which orbited a system of 
eight planets. Of these, only the 
third seemed worthy of further 
investigation. 

J14692 was an Earth-type 
world, comprising two large conti- 
nents separated by a vast ocean, 
across which raged strong winds 
and heavy storms. The native 
population, that appeared to 
resemble Mankind closely, was 
estimated to be at technological 
and cultural level F6 tie roughly 
equivalent to Middle Ages 
Europe), although with two 
marked variations. Mag<c, in a vari- 
ety of forms, seemed com- 
monplace on both continents, and 
secondly, a small area of Conti- 
nent Two proved impenetrable by 
snip sensors, an anomaly totally 
out of keeping with the planet's 
apparent technological level. 

As it turned out. it was these 
variations' that were to cause all 
the trouble. 

The year is 2265. Mankind, hav- 
ing finally solved the problem of 
interstellar flight, has set forth to 
explore the Galaxy under the strict 
control oi the Department of 
Galactic Survey and Colonisation 



- commonly known as GalSAC. 
The name, as it turned out, proved 
extremely apt as the human race 
quickly began to strip each new 
world of its assets with little regard 
tor any native population unable to 
assert its rights. 

The job of the SAC ships was to 
locate and conduct initial surveys 
of potentially useful worlds. A 
small, self-sufficient shuttle-craft 
containing 3 Survey Officers was 
ejected into the atmosphere of 
each promising planet, to be col- 
lected again in approximately 1 
Earth Year The SAC ship mean- 
while continued on its journey 
repeating the procedure until all 
the survey shuttles had been 
released, returning at the 
appointed time to gather up the 
ships and the crews' valuable 
findings, 

As one of the survey team allo- 
cated to J1 4692. your mission was 
to undertake an investigation of 
the section of Continent Two 
which was impervious to the SAC 
ship sensors. Your mission came 
to an abrupt end however, when 
the shuttle developed a malfunc- 
tion resulting in engine failure, You 
were the only survivor of the resul- 
feint crash. 

With no radio to contact the 
mother ship on its return, your 
future looked uncertain to say the 
least. Would il be possible to make 
a radio on such a primitive planet? 
Your only hope seemed to be the 
blank area a world away - but how 
would you get there with no 
ocean-going ships? 

Then one night you find yourself 
at the camp-fire of an old traveller. 



advanced one - its marvellous 
Structures and buildings are 
enclosed in a huge glass dome 
which is used to regulate tempera- 
ture and climate. The urban area is 
divided up into blocks or sectors. 
Notable examples are the Cultural 
and Civilian sectors (neither title 
sounding appropriate when 'A 
robot dog comes up to you f lifts 
one of its legs and proceeds to oil 
all over your feetr). Galleries and 
Museums are to be found In the 
Cultural Sector, while homes , gar- 
dens and parks lie within the Civi- 
lian Sector. The Atlanteans them- 
selves are a kind and gentle race, 
who refrain from any sort of vio- 
lence. Even so, crime does exist, 
hence all citizens wear identity 
tags which bear the symbol of the 
trident. These tags are inspected 
by robots who soon have you look- 
ing in from outside the penmeter 
fence should you be found without 
one. Avoiding anti-social mechan- 
ical dogs and robots, you will still 
find the city's drunks bumping into 
you, but you can wreak revenge 
by stealing some loose change 
from the people of the street on 
igar's Comer. 

iflen City is a superb 
for a game only availa- 
ble mail order from (hawk advew 



The man recounted an ancient 
legend, the origins of which were 
lost in the mists of time. The legend 
stated that a race of Shining Sods 
once ruled Rollus - the planet' s 
real - name, which stemmed from 
that earlier occupation. The 
people lived in peace and plenty, 
until one dark day the Gods with- 
drew across the ocean to a place 
where none could follow. There 
the Gods wait until this very day, 
for the GOldan Age to once again 
return. 

The only other useful informa- 
tion you are able to elicit is that far 
to the east, within a circle of uns- 
calable mountains, there may lie a 
portal used by the Gods aeons 
ago. The location remains a mys- 
tery, for although many have 
sought It. none have ever returned . 

I must say. whatever the pros 
arid cons of playing a clwvdadwh^ 
tube software game, at least the 
background stories are entertain- 
ing and well-written. However, as 
with their previous release. 
Fat urezoo (which is now available 
for £2.99 from cab], the program 
itself isn't so well put together. It 
has a bad case of the You Can"ts\ 
centred around the fact that about 
the only thing you can do is pick up 
the very obvious object pointed 
out on a separate line in true primi- 
tive Quiti styie. Similarly, the 
examine command only seems to 
work on these obvious objects - 
and even then only sparingly. Take 
the two objects, the Dog and the 
Jester (who you find in the 
Innhouse, and is a peculiar object 
to pick up . . . I think you'll agree}, 
Neither the Dog nor the Jester 
(who wanders off after a while) can 
be examined - surely something 
of note could have been men- 
tioned for such a colourful charac- 
ter. 



TuniNG, 29 Hollo wgate, 
Bamburgh, South Yorks DNS 
7BH). The location descriptions 
aren't particularly long and evoca- 
tive, and the vocabulary can be 
Strict on occasions, but it has 
many strong points - not least of 
which is its ability to skip along 
merrily while keeping the adven- 
turer thoroughly engaged, A 
sophisticated |ob lads, but really. I 
would consider putting back the 
deadline for your competition; I 
think February 1 is a bit early - for 
this review if nothing elsel 



COMMENTS 



I 



Difficulty; straightforward 
Graphic*: imaginative andcoiour 
hi 

Presentation: good options 
Input facility verb/rtoun 
Responses fast QuW response 
General rating: good 

Atmosphere 86% 

Vocabulary B3% 

Logic 89% 

Addictive Quality 89% 

Overall 87% 



The adventure is one of the most 
difficult to map, with south revers- 
ing a north on only rare occasions, 
despite the accompanying notes 
which advise the player to draw a 
map. I found by far the best 
approach to this adventure is to 
press any direction key at random 
- the structure has been so 
devised that this mtf hod sees you 
shooting around efficiently, while 
the more careful mapping of 
routes does you no good what- 
soever. 

Landfall of RqIIus, the first part 
of the Starwortd trilogy, is a text- 
only Ousted adventure obtainable 
by mail order from 14 Snowdon 
Avenue. Bryn-Y-Baal, Mold, 
Clwyd CH7 6SZ. Considering the 
amount of effort put into the prog- 
ram and storyline I can't rule out 
the game entirely, but I thfervk the 
adventure assumes too much 
from the player - who is expected 
to struggle through the unimagina- 
tive and deadpan first part in order 
to get to the main adventure. 



COMMENTS 



f 



Difficulty: difficult in an unco- 
operative sort of way 
Graphics: none 
Presentation: plain 
Input facility: ^erb/noun 
Response: Quilt, and therefore 
fast 

General rating: assumes a lot of 
patience on the part of the player 

Atmosphere 71% 

Vocabulary 56% 

Logic 63% 

Addictive quality 60% 

Overall 62% 

CRASH March 1987 93 



MOVIE BUFF'S 
POKES 

Dear OB, 

I like adventure games rather than 
arcade, one problem though - I'm 
no good at them! In lact the only 
pyre adventure games \ have 
finished are Robin of Snerwood 
and Lords of Midnight I would be 
most grateful for any starting cities 
for Red Moon, Wrath of Magra, 
Doonxtark's Revenge, end 
Shadow of the Unicom (t have 
found ail the objects but what 
next?). 

This is not to say I'm no good at 
adventure movies; IVe finished 
Dragontorc, Avalon, Dun Barach, 
Tir Na Nog, and mora. I a*so feel it 
necessary to make a correction to 
P Stevenson's Lords of Midnight 
POKES way back in Nov 66 as; 1 ) 
it crashes rf not changed, and 2} 
LOM is such a brilliant adventure 
that those who have it cannot be 
without this POKE. To remind you, 
the POKE enables you to walk 
through wandering ice trolls, dra- 
gons, wolves and skulkrin, to 
move at night and not become 
immobile when utterly tired', to 
move out of battles at any time, 
and to have immediate access to 
$6 characters, so here it is, 

1 REM MIDNIGHT POKES 
TO CLEAR 65535 i POKE 
23570p16 

20 PRINT AT 9 ( 6 ; "START MID- 
NIGHT TAPE" 
30 LOAD CODE 16384 
40 FOR F - 23317 TO 23336 ; 
REAP A : POKE F, A : NEXT F 
SO DATA 33,0,0,34,99,253 
60 DATA 34, 14,3 f 96,33,24,62 
70 DATA 34,1 15,98, 1 95, 1 1 7,96 
80 RANDOMIZE USR 23300 

THE THREE 
MONTH BUG 

Dear Sir, 

I agree with producers of com- 
puter games, that bugs are bound 
to appear on a complex game, but 
f would rather wait en extra throe 
months while the game was pfay- 
tested than have a game crash 
when you're doing welL What are 

your CmumH Southern 

J think tt*w m difficult problem 
to $o ftwarm house* arm 

o ften reluctant to give a game 
much piay-ta*ttng on the 
ground* that the author 
know* th& game much batter, 

ami banco can teat It much 
quicker. Thl* Ignore* tha feet 
Hurt tha author I* probably 
wick of tha tight of the game 
attar working on it forthma to 
abt month*. 

Tha author know* how to 
play tha game and will find ft 
difficult to koap making tha 
error* that a ne wcomer to tha 
gama would make, Also? It 
muat be *ald r despite 
rumour* to tha contrary f 
programmer* arent paid 
enough to bo able to add 
Another three month* to 
development time, Tha beat 
aoiutton I* probably to have 
five or six games-player* teat 
the product for a couple of 
weak*. Thl* would find momt 
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bug*. Also, if the author 
write* hie convaraions to 
other computer* this will go a 
long mag to tracking down 
bugs, 

DB 

HALF WAY UP THE 
WALL SEEKS MORE 
OF THE SAME 

Dear Derek, 

What I am writing about is (believe 
It or not) adventures! I have just 
started on the things, and I'm not 
doing too badty, Pve completed 
Mafia Contract, Seabase Delta, 
and Ef Dorado (not to mention 
being half way through Mural) and 
I wonder if you could help me. 1 
want some more adventures, 1 
have practically exhausted my pit- 
iful collection, and I wouid like you 
to recommend some good 
(cheapish!) games to me, I Know 
that's the whole point of 
SIGNPOST and your reviewing 
games, but I'm damned if I'm 
going to sit down and go through 
every single one of my CRASHes. 
Thanks for your help, air, 
Scott r 



Thank* for tha tetter* Sc&tt* 
mid t hope thatthe good com- 
puter mtudle* mchool report 
you included with your iett&r 
i* genuine! 

A* for adventure gamma, 
you tend to gat what you pay 
for with one notable- excep- 
tions otd futhprtca gamma now 
on offer at budget price* are 
welt worth checking out To 
give specific recommenda- 
tion* f working through past 
issues f found few worthy of 
consideration beyond the 
one* you've mentioned, t wa* 
fu*t about to give up trying 
whan i thought of something 
that you, and Indeed anyone 
elma w coutd try, and that mm* 
to read S1GNSTUMPS, a* hare 
ia m guide to adventure* 
people are stiff playing. 
Browsing through tuat two 
STUMPS brought up the fol- 
lowing cheapimat THE HULK 
(now available on a cheap 
label}, QUEST FOR THE HOLY 
GRAIL, SVBSUNK, and fire- 
bird 1 * other chmapie of that 
i, THE HELM. 

em 



SORRY MINORITY 

Dear Derek, 

I am going to shove in my oar on 
the already well worn subject of 
the Lord of the Rings, I am not an 
avid adventure games player, pre- 
ferring arcade games (adventure 
games require brains). However, \ 
did buy LOR and really wished F 



hadn't. Why did you 
game and oniy give The j 
mere 90%? 

Anyway, enough has been said 
about LOR already and l do tWhh 
that white people are Quick to criti- 
cise they never seem to write in 
saying how good a company is, I 
am going to change this. I have got 
all of delta 4's games and I think 
that their spoofs are far, far better 
than games like LOR which you 
seem to adore. If there is anybody 
out there in the minority of people 
who have not seen a delta 4 game 
l feel realty sorry for them. 

Hint SriniYU-in, Surrey 

90%/ 



WHATEVER 
HAPPENED TO * . . 

Dear Derek Brewster, 
Please help me as no-one else wiil 
you are my last resort. Do you 
know anything about The Eye of 
the Moon by MIKE SINGLETON" 5 
Remember The Lords of Midnight 
and Doomdark's Revenge? Well, 
whatever happened to the third 
l>art? I have written to beyond four 
times and have heard nothing. 
Have I missed reading something 
about it or do you know some- 
thing? Help, please. 



The iataat on this one is that 
Mike Singleton I* far too busy 
with outstanding prefect* 
(DARK SCEPTRE, STAR 
TREK} to commit himsaif to a 
third MIDNIGHT gama. Given 
the workload tha poor chap 
ha* taken on (a Melbourne 
house retaame bearing hi* 
name ha* now appeared} and 
tha inability of thaaa project* 
to kaap to ralaaae data** I 
wouldn't aMpaoi too much In 
the near future. 

DB 

BORN AGAIN 
MEDDLER 

Dear Derek, 

I'm writing to you because I have 
two things to tell you. The first is 
about the PriceofMagik from level 
g. I've discovered # way to be 
reborn after you have been killed. I 
will give the explanation of the 
method point by point: 
1) After you've been killed the 
computer will ask you to 
RESTORE or RESTART; you must 
enter RESTORE 
2} Then press SPACE 
3) Press SPACE again and you'll 
be asked to enter a two tetter code. 
Donl enter the code that appears 
on the screen but instead enter 
another. You will be told that the 
code is wrong; donl worry, 



E a different code (eg FG 
and then KL\. 

iter KL again (so it's one code, 
ano^ i repeat the second 
one) 

The result of all this will be your 
return to the adventure in the loca- 
tion it ended, but this time you'll 
have 252 (!) stamina points, and 
can continue your adventure 
where you stopped. I think this will 
be very useful tf you cannot pass a 
particular location because of a 
very difficult ' monster ! , I must tell 
you that I have only tried it in the 
text-only version, but I think it'll 
also work in the graphic version. 

About thrs game, could you 
please tell me If the only objective 
ia to find spells and discover their 
purpose? If so, and after having 
visited 90-plus locations, I must 
tell that I find this game very boring 
because there are too many loca- 
tions you can travel without having 
to solve puzzles to progress. I 
must say that this kind of thing 
doesn't amuse me at all. 

Overall, I'm finding this game a 
big disappointment as even in the 
text-oniy version the descriptions 
are not at all atmosphertc, being 
"You are in the cellar, exits 

are \and the like, so 1 cannot 

get involved in the game as I could 
with any good adventure. So 
please, tell me something to get 
me interested In the game, 

The second thing I've disco- 
vered (I don ' t know if 1 h m the first to 
think about it) rs the fact that you 
can load a Quilted game into The 
Quilt, and so you are able to see 
how the authors have done all the 
game (and of course if you know 
how to work The Quiff you'll be 
able to soive the puzzles). This of 
course will spoil the game if you 
are not careful. I've done this with 
Tower of Despair and Hampst&ad. 
but haven't been able to do It with 
the other Quilted game I have: Ter- 
fOFmoiinos, 



TRICKY INTERFACE 

Dear Derek, 

I've a very important question {and 
complaint) on the brilliant GAC. 
Although I am very satisfied with 
thrs great program, there's one big 
problem: as an owner of a ZX 
LPRINT HI Centronics interface, 
Tm not abte to use the printer 
optfon of GAG, as the program 
crashes when the interface is. ' 
nected. Pl&ase^ Can anybody 
me with a program wilh wUv-h 
can load the data direr Mv e 
print it out with any mi 
Does anyone know the start 
address for the printer routine of 
GAC? Is It perhaps because I am 
using a J28K? 

Mario Sditesijigif, Wist Gammy 



4 WINTER'S TALE 

Dear Derek. 

With winter's dark presence firmly 
gripping all those who venture out- 
doors, many minds may turn 
towards adventuring for intellec- 
tual escapism. Ensconced within 
walks, in gloomy, warm cluttered 
rooms, we might gaze at falling 
snow, nebulous and orange in the 
glow of neon city lights. And after- 
wards, when the firmament shines 
dear, and the moon gleams with 
mystic mischief on the bared roses 
in gardens, their black silhouettes 
a striking contrast to the pristine 
snow, you may shiver at the uni- 
verse, its enormity threatening to 
overwhelm you, cold cascading 
from the night skies as you long for 
security, And at East you're there. 
You stumbie into a comer, flick 
away wayward magazine cowers, 
and reveal the abstruse ebony 
casing of your personal computer, 
all logic circuits, plasties and 
metal. Supply the power, press 
buttons and relax as the electric 
currents you've unleashed bring 
you closer by the microsecond to 
the artistic portals of your next 
great adventure. 

The above is an attempt to 
translate the experience that a 
computer game should be, a mar- 
vellous entertainment fn which you 
participate rather than just regard- 
it is this quality that gives comput- 
ing a dimension more than TV, and 
one that, should programmers cul- 
tivate the 'adventure movie* more 
and more, could eventually see 
computer -yarning rival television 
as a medium for entertainment. 
Improved graphic resolution will 
enable us to realistically enter into 
characters we view: be wizards* 
knights, astronauts, or anything 
else. Animated adventures such 
as Avaion pioneered this concept 
and I look forward to a 1 28K future 
and beyond, where these games 
will become even more realistic, 
more enjoyable and more of an 
experience. 

Meanwhile, your review of 
Jewels of Darkness has per- 
suaded me to enter level a's world 
this Christmas, even though I 
haven't, hitherto, delved too 
deeply Into text quests J look 
forward to the experience. 

Gtomttrvy, WtrtYrti 
PS Has SIGNPOST become a 
playing Hps arena? What hap- 
pened to Uterary discourse in 
your column letters? 

Wmtt, Gtaf n, SIGNPOST f§ Otltl 
reserved ftir IHemry dim* 
court* en aft mwtfier of 
topfc*, /re Ju mi ttmt ton§ tipm 
for involved strategy type 
gamma hmve been more com- 
men rmrertt/jr* 

OB 



CLAUSTROPHOBIC 
GAC 

Dear Derek, 

I started out my Spectrum days tn 
early '63, and spent much of my 
computer time after, bashing 
keyboards and breaking joysticks. 
When I tired of this I turned to 
BASIC programming, making sim- 
ple games and one or two 
rudimentary utility programs, 



When I heard of White Ughtntng 
I rushed down to the local com- 
puter shop and bought myself a 
copy, t have used it to make small 
animation routines and I did actu- 
ally make a small Deferxfer-type 
game, Now I have purchased the 
Graphic Achtettture Creator and 
have spent many painstaking 
hours writing a keogthy game on it, 
The snag was the firnited memory,. 
This meant if I wanted graphics I 
had to shrink descriptions down to 
a bare minimum, and if i wanted 
long atmospheric descriptions i 
had to limit use of graphics or 
maybe even abandon then 
altogether (and as you have said 
yourself, adventure games without 
graphics are not too commercial 
nowadays}. I do not like the idea of 
making multi-part adventures to 
such en extent as to have only 
seventy or eighty locations per 
part {I find the areas too small to 
work in). Lately I have been con- 
sidering an upgrade to 128Kaod I 
would like to know if there is any 
way of accessing the extra mem- 
ory of the 1 28 so I can really go to 
town on a good old jaunt on the 
GAC 

DwnU Jon Smith, South rwtaiwre 



LAUNCHING CRUZ 
MISSIVES 

Dear Derek , 

My friends and I completed L Af- 
fairs Vera Cm? and here is our sol- 
ution. In the first part of the game 
we discovered' one packet of 
Rothmans, one 9mm automatic 
pistol type MAC 50. serial no 
965743, one 9mm cartridge 
marked TE 9 F 3-79 k one suicide 
note, one matchbox from Bor Le 
Sympa in 2 Station Street Si 
Etienne, one Rothmans stub and 
one Camel stub with traces of 
lipstick proving that Vera was not 
alone, one handbag containing a 
packet of Camel cigarettes and 
various accessories marked Vera 
Cruz, dob diary containing these 
addresses: EVA Transport Cafe in 
Givors, Nadme Lafeuilte< 2 Balay 
Street St Etienne, Hub 77523977 
and 4 Fuzzy' Bar in Poplars, and a 
black cotton thread under the 
fingernail of the left hand 

In Part Two we got a statement 
from Nadine Lafeuille who said 
that Vera was afraid of a certain 
'gypsy' because she knew too 
much about a certain business, 
We then contacted the CRRJ Lyon 
and asked for info on Fuzzy' and 
we found out that his real name 
was Abdoulath Hocine. Next we 
got his statement and he told us 
that Vena's p^mp was Philibert 
Ziegler . We then went tq the CRR J 
Lyon and asked for Info on Ziegler 
and we found that his nickname 
was gypsy, and he had been 
arrested for possession of 
firearms and assaulting someone. 
The affair had been handled by 
Gies Galmier. and Ziegler had 
been imprisoned near St Paul 
Lyon, 

We then contacted Gie St Gal- 
mier and asked for Information 
Philtbert Ztegfer Affair and we were 
told thai he had been arrested for 
assaulting a client of prostitute Eva 
Delarue. We then contacted Pris 
St PauE and asked for Information 



on Ziegler Philibert and we learnt 
that his cellmates were Georges 
Lerat and Gilles Blanc. We also 
learnt that Ziegler lives at Carnot 
Square St Etienne. Next we got the 
statement of Eva DeJarue who 
could be found at the Transport 
Cafe in Givors 69 (from Vera's 
diary). She to W us that Vera did not 
commit suicide and that she knew 
too much about a robbery of one 
of her clients* a Hubert Delroche of 
St Etienne. 

We then got the statement of 
Hubert Delroche Just type in St 
Etienne for his address and he told 
us that he had visited Vera but his 
wife had been murdered in a rob- 
bery and the affair was being 
handled by Oat St Etienne . We 
then contacted the Oat St Etienne 
and asked for information on Her- 
bert Delroche Affair, they told us 
that during the robbery Mme 
Delroche was shot by someone 
who answered to the name Phil. 
Also a 9mm cartridge marked 
TE9F3-79 was found and that the 
getaway car was a BMW. 

Next we contacted the CRRJ 
Lyon and asked for information on 
the 9mm MAC 50 automatic pistol, 
serial no G56743. We were told 
that the gun was stolen from the 
barracks of the gunsmith of the 92 
Ifl Clermont Ferrand, and the affair 
wa handled by the Gie CtermonL 
When we contacted the Gie Cler- 
mont they told us that the gun had 
been stolen along with a batch of 
ammunition marked TE 9F 3-79, 
also there was a BMW seen in the 
area with registration ending in CD 
69. The message also said that the 
thief was probably an ex-sokJier of 
the 92 IR Clermont. 

To get the first part of the BMW's 
registration you should got to 
statement and type caretaker then 
Forest apartment. From the 
caretaker, Simon Duplat , we found 
out the first bit of the registration, 
9111 and that two men were seen 
leaving the scene and one had a 
Heavy moustache. Next go back 
to Philibert Ziegler and get his 
statement. He can be found at 
Carnot Square but he will be un- 
cooperative. Next go to Compari- 
son and enter Philibert Ziegler. 
Next go to CRRJ Lyon and ask for 
Information on Gilles Blanc and 
you wiH be informed that he was 
arrested for receiving stolen 
Jewels. The affair was handled by 
Chat Lyon. Next go to Message 
sod contact Pref Lyon and enter 
Identification no 9111 CD 69, You 
will get a reply the oar belongs to 
Philippe Blanc of 32 Terrea* 
Square Lyon 69. Call up the CRRJ 
Lyon about Philippe Blanc and it 
will tell you to contact the BOR J St 
Etienne. The Bor) will tell you that 
Philippe is wanied for attempted 
murder of a brigadier Leroux and 
the affair is being handled by the 
ClAT PARIS. 

Get a statement from Philippe 
Blanc to get some information, 
then contact Gilles Blanc who can 
be found at 2 Station Street and 
get his statement - he will have an 
alibi. To check Gilles Blanc go to 
comparison and enter GHIes Blanc 
to get some more useful informa- 
tion. Then to check Gilles' alibi get 
the statement of Kowalski Stanis- 
las whose address you get from 
Gilles' statement. He will cteny Gil- 
les 1 alibi and tell you that Philippe 
kilted Madame Delroche Next get 
another statement from Philibert 
Ziegier who will admit to being 



Vera's pimp and supplying Gilles 
with information on the Deiroch© 
jewellers. 

Then go back and get another 
statement from Gilles and he will 
admit to being in Vera s flat but not 
to her murder. Get another state- 
ment from Philippe and he will 
admit to Vera 1 s murder. Alt you 
have to do now is go to arrest and 
enter Philippe Blanc and that's it. 
The final message is Bravo! It was 
Philippe who cold bloodedly 
assassinated Vera. 

Your relentless pursuit of the vil- 
lain merits m^ congratulations, I 
hope thus will give you the desire to 
follow others. Goodbye for 
now . . . GIHe s Blano on ^ 

iCi*i si i". P* 8 f * si ii i 4j -i u Ci Cri&rpC-fttpr . 

MUM 

PS Abdoulah Hoaine can be 
found M Poplars, 

The r&Men for publishing 
another VERA CRUZ toff#r 
thit month, after the one from 
Don hfmrkwlck tmmi month, i* 
thmt him warn m mubtie mvlvtl&n 
which didn't give the whoio 
gome ewmy (henem Ait win- 
ning the prteej, Thte month'* 
solution fill* In the ftp* for 
thorn* who might mtill be 
struggling. 
OB 



COLOUR OF MAGIC 
POKE 



Dear Derek. 

I am writing to you about the game 
The Colour of Magic, Here is a pro- 
gram to list the vocabulary. I know 
the program to list the vocabulary 
has already been printed, but 
delta 4 have improved the loader 
and used security methods. The 
program that Richard Heywood 
sent in is included at the end. 

10 REM MAGIC POKE BY PAUL 
MATHEWS 

20 BORDER 0 : PAPER 0 : INK 0 
■ BRIGHT 1 : CLEAR 32767 : 
POKE 23613,0 s LOAD " " CODE 
04600 : POKE 23606,86 : POKE 
23607,261 : POKE 2361 3,0 : 
LOAD 11 " CODE 32768 
30 OVER 1 : INK 6 : PAPER a ! 
CLEAR 24889 i RANDOMIZE 
USR 32768 : POKE 23613,0 : 
LOAD " " CODE : POKE 236t3 t 0 
: POKE 23606,142 : POKE 
23607,228 : PAUSE 0 
40 REM RICHARD HEYWQODS 
PROGRAM 

50 FOB N - 25O00 TO 64000 
60 LET 2 = 223; PEEK N +32 
70 IF Z < 32 OR Z > 164 THEN 
GOTO 90 

60 PRINT CHR$ Z ; 
90 NEXT N 

ft you want to start the game, 
break into the program and type 
RANDOMIZE USR 2490G, 

Pant MiUmhAj Witlort 



This month** £20 moftwmrm 
prime goes to Paul Maitiew*, 
not only for Me pubiimt—d tet- 
ter* hut mime for him COLOUR 
OF MAGIC tipm which wmltbm 
Invaluable for Helping fellow 
adventurerw- 
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There was another re-cord 
mailbag this month tor 
SfGMSTUMPS, with questions 
spread over h wide range of 
games. 171 try to answer ques- 
tions on as man]? different 
games as possible. 

Several adventurers are 
stuck near the beginning in 
kiatah, being unable to escape 
from the padded ceff, 
Before you are caught you 
should SFDPSE LXBt - this 
can be played back when you 
are tied up. Once free you 
should return to being Kevin 
and QVU QBTT JO HBO. 

N M Girling Awn High 
Wycombe is stuck on nlvlh 
ending story and writes: 

m I have reached the tower after 
Fantasia has disintegrated, 
have managed to find my way to 
1 he top and have come across 
the door which refuses to open- 
It says it will open onty to people 
it likes - polite people. No 
amount of compliments or 
requests or just waiting politely 
will persuade the door to open. 
How do I get through? " 

tt T s quite simple really jus t 
TBZ QMFBTF PFO EPPS. 

Anonymous from Pontypoot r 
Gwent writes concerning zzzj 
and asks: 

" How do I put the fire out in the 
fireplace and how do I fill the 
water pistol? " 

To Bit the water pistol QVU 
CVDLFU PO iPPL JO MFMM, 
UVSOIBOEMF, UVSO 
iBOEMF, HFU CVDLFU, GJMM 
QJTUPM. Peter Ivlagee from 
Limavady, Northern treland 
provides the following solu- 
tion to eMtlngulsh the fire: 
CLIMB DOWN CHAIN OF 
WELL, TURN ON TAP DOWN 
WELL, SEARCH TRAPDOOR, 
this opens the trapdoor and 
the water coming out extin- 
guishes the fire. 



Mark M alone of Accrington 
asks: 

" In the VERY BIG CAVE 
ADVENTURE how do you get rid 
of the bull the second time after 
taking the penny and getting the 
wellies etc n 

On the same same Neil 
Hickman has rather 
enthusiastic aity written two 
tetters asking: 

m 1) How do you open the Clam? 

2) What do you do in Gotham 
City? 

3) How do you get past the hairy 
monster? 

4) How do you find a piece of 
plate to add to the contribu- 
tion? " 



• 



To open the clam you witt 
need the KFNNZ, then KFNNZ 
DMBH When you arrive at 
Gotham City go F r T t then 
FYBNJOF CVCCMFT, now go 
to the alley to the north of the 
notice station and FYBNJOF 
XBMM fit leave you to dis- 
cover the rest for yourself. To 
pass the hairy figure HJWF 
SFDPSE, HP TPVUt, OFFCjF. 
The piece of plate is in the 
GSFOBl DIFFTF SPPN, to find 
it FXBNJQF KBMM. 

TryUi&PJCCPNC* 

The h i .i si - is stitt proving 
troublesome for many adven- 
turers. This month Shaun 
Somers from Sheffield asks: 

" How do you get past the 
spider 's web in Part Three, Also, 
what do you do when you get to 
the Necromancer's Lunatic 
Asylum and where is the corn? " 

To pass web QVMM XFCC 
then go OF. At the asylum 
JOTFSU (TFOVSJUZi DBSE, 
VOUJFESBJQ | o find TNBMM 
DVSJPVTLFZ* To get cash, go 
to the HPCMJQT EVOHFPQ 
and TNBTt USBOEPPS 




M Smith from Ftuislip t 
Middlesex is having difficulty 
with MAF l a contrac t and write s : 



" Every time I reach Vincetti's 1 
pass out through lack of alcohol. 
Where do I get a drink from? rr 

You should ge t off the tram at 
DiJOB VPXO and HJWF 
USBNQ QFXTOBQFS for 
NFUtT* 

T Brett is having difficulty 
leaving the magic garden in 
Part One of the snow oueen. 

Quite a complicated prob- 
lem this! First you must learn 
to talk to plants. You must find 
the right book and read It 
twice. Once you have done 
this go and talk to the 
Michaelmas Daisies outside 
the north gate. You will now 
need a key to the gate — this 
can be obtained from the per- 
son who is frequently enter- 
ing and leaving the grounds* 

Graeme Queen from East Kit* 
bride asks: 

" Could you please tell me wh at 
to do in these two adventures: 

1 ) MiNpSHAOow - how to get a 
plane ticket 

2) LORD OF THE RINGS - what to do 

when you get to Lot hi On en? " 

To ge t a plane ticket, bribe the 
password from the tramp, 
return to the Baker St store 
and using the password and 
money obtain a ticket. 

I presume you haven't 
crossed the river in Lothlo- 
rienfAt the border you wilt 
meet an etf T continue East 
through the format until you 
come to a river, ask the elf for 
help and then follow him* This 
latter solution was supplied 
by Mike Siviel of Bristol* 

Finally y Graham Galbraith from 
Newcastle upon Tyne has a 
couple of problems in the price 
or magik, and asks: 

" What is the answer to the rid- 
dle in the spherical rock bubble? 
How do you get the alloy wheel? 
In the December STUMPS you 
suggested that the vampire bat 
should be able to help; I can see 
the logic there (bats have sonar) 
but how do I get that across to 
the bat? * 

Five answer to the riddle, t 
think, is GFBS. You will need 
the DSPTT to make the bat 

friendly* 

Thats it for another month, 
keep on sending in your Ques- 
tions as well as any help you 
can offer to: 
SJGNSTUMPS 
P.O. BOX 10 
LUDLOW 
SHROPSHIRE 

sve 1 AO 




50 Copies of 

SHORT emeu 

O BE WON! 





A new game >s on Pts wny Irgm 
ocean. they>e about 10 release 
Short Circuit, based on a new film 
all about a mi it an I rubol called 
Number F<ve who" a been zapped 
by a bolt of lightning. This lightning 
bolt has fried his diodes rind ihe 
ond result is thai Number Five? is 
no longer a mere machine, bul has 
developed feelings and emotions. 
His creator is naturally a mile pu^- 
/ifid by this, and warns to oofrctucl 
i. -i i--ir-.ni experiments to d^covfv 
the lauit. However, Number Five 
wants to keep his new-lound feel- 
ings ... ihe game is all aboul the 
robofs struggle to get oul of the 
experimental laboratory. 

There's no chance I hat I shall be 
able lo see the film as there's no 
cinema m Ludlow and Mummy 
Mm ion isn'i too enthusiastic about 
driving me a» Ihe way to Shrews- 
bury. I shall |us1 have to wait unlrl 
ihe game comes out. which it 
should any day now. I don" l sup- 
pose I'll be able to play it lor ages 
if the CRASH learn have their way, 
1 hough. Sigh, 

As i w^s in the broom cupboard 
lasl week. I began to daydream. I 
unagrned that an amazing thing 
happened to me. Struck by^a lighte- 
ning bo<1 that changod my molecu- 
lar structure. I became incredibly 
intelligent. Think of the pos- 
sibilities: I could really stand up for 
myself and think up lots of clever 
replies when the CRASH lot are 
having a go at me 1 Unfortunalely 



my dream took a nasty turn, Once 
Ihe Editorial staff realised my 
capacities they loaded even more 
work on me Guru Denise had me 
sorting out all the subscriptions for 
her a$ I was now faster than a com- 
puter. The Spikey-Haired Ones 
got me to wnfo all Ihesr reviews 
because of my superior intelli- 
gence, and before long I found 
myself virtually running the com- 
pany. I had lo get ouM But by now 
the CRASH Towers resembled a 
maze and I cou!dn"t ftnd Jho exit. 
Everywhere I looked there were 
faces and hands trying to push 
acres of paper-work in?o my swe- 
aty paws, And jusl like the film, 
Graeme Kidd was sharpening 
some very long knives and talking 
aboul brain surgery and conduct- 
ing experiments lo find oul what 
made me tick I woke up in a cold 
sweal. knowing |usl how poor 
Number Five leels in Short Ctrvutt. 

To cheer myself up, I organised 
a compettlLon with oceah. Below 
is a word square. Find the ten 
words listed, circle them and yuu 
could be one of the frfly people 
who are due lo get a copy of Short 
Circutl absolutely FREE. So don' I 
delay* Write today* Get your fell 
pens out and send your entries m 
lo SHORT CIRCUIT COMPETI- 
TION, CRASH TOWERS, FG 
t3QX 10, LUDLOW, SHROP- 
SHIRE. SY9 1 BD makmg sternal 
they arrive before March 26th. 



SHORT 



- NOVA 1 
CIRCUITS. ROBOTICS*-— 
NUMBERS OCEAN 
FIVE*^" ROBOT/ 
DIODES*^ ESCAPE 
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63 SPECTRUM 

HaspnalaServtaes 





EASTANGLIA 



133 London Road Smith* 
Lflwwtafi 1 , Suffolk 




£17 to* inclusive 
KavtmrtEU 



£180 for 6 months! 
Get read by 000 \ 
of Spectrum owners! 
Advertise your services 
here! 



£ ISO for 6 months! 
Get read by 000's 
of Spectrum owners! 
Advertise your services 
here! 



£180 for 6 months! 
Get read by GMTs 
of Spectrum owners! 
Advertise your services 
here! 



EAST MIDLANDS I SOUTH WEST/ WALES (LONDON/SOUTH EAST 



Main Street, Firctrt, 
Peterborough PE7 3DS 

a (0733) 241 71 & 

kw Used prices: Spectrum El 7, M/drive 
Elfl.VPacftl mZX Printer £18 
Alinc + RR£1JW 



£181) for 6 months! 
Get read In OMTs 
of Spectrum owners! 
Advertise your services 
here! 



£180 for 6 month*! 
Get read by - OM's / 
of Spectrum owners! 



here! 



CEHTHUSED SERMCEI US 
PtoGMailfy, Bunnell, HotUmtttffi 
HG6 9FN.9 060ZTS1153 

Spectrum repairs £1700, mitradri^nterface 
£ 1 7 oo, also keytward reapars. All pclce* Include 
pnairod ntum delivery 24 hour wnrice 



£180 for 6 months! 
Get read by 000's 
of Spectrum owners! 
Advertise your services 
here! 



£180 for 6 months! 
Get read by 000's 
of Spectrum owners! 
Advertise your services 
here! 



NORTH EAST 



£100 for 6 months! 
Get read by 000's 
or Spectrum owners! 
Advertise your services - 
* i heref 



£180 for 6 months! 
Get read by 000 's 
of Spectrum, Owners!, V 

Advertistmnr services 

here! ( , 



SCOTLAND 



WestfleM Ind. 
lid 066 OHM 



RRMtoto N Sinclair on*, inc. mtertaw, 
MlcmxJritu monitors, 3 month mm* 



£180 for 6 months! 
Get read by 000's 
of Spectrum owners! 
Advertise your services 
here! 



WEST MIDLANDS 



£180 for 6 months! 
Get read by 000's 
of Spectrum owners! 
Advertise your services 
here! 

-i 



£180 for 6 months! 
Get read by 000's 
of Spectrum owners! 
Advertise your services 
here! 



THOMAS WUXER I SON 
37/41 Bissel Street 
Birmingham B5 THR 

9 021-822 4479 

Repairs to Sinclair, Commodore, BBC and and 
(rtftfrf make an request. Free quote lacihty 



CftPfTAL COMPUTER SERVICES 
Unit 112, CHtmWorktho^lmb 
Rd, East Moors, Cardiff CF1 SEO 

- (0222) ' 



Spectrum repairs £17 hay inc. 3 month 
warranty, last and reliable service 



£180 for 6 months! 
Get read by 000's 
of Spectrum owners! 
Advertise your services 



LI. WESTERN ELECTRONICS 
Unit S2A & S3, Avonslde Enter- 
prise Park, MaarbrougMon Rd, 
Mefttliam.Wltli. W0225 705017 

Repairs: Spectrum/Plus?]? 00 Keyboard 
ES 30 mtertare & Microdrive £1700 each. AM 
yry inclusive. Callers vwtconw 



£180 for 6 months! 
Ge( read by 000's 
of Spectrum owners! 
Ad vertise your services 
here! 



£180 for 6 months! 
Get read by OOO^s 
of Spectrum owners! 
Advertise your services 
here! 



98/100 Hl|h lawn Road 
Luton, BedfwdcMra, LOT 1LY 
8 (0532) 459604 

Spectrum repairs £16.00 inc. WAT, pans a, P k P 

3 month wwraniy FuH range of computer 
repairs, mc peripherais F-ast. reHable servtc* 
Wfe also repair Commodore. 6. B.C. One etc.... 



£180 for 6 months! 
Get read by 000's 
of Spectrum owners! 
Advertise your services 



£180 for 6 months! 
Get read by 000* 
of Spectrum owners! 
Advertise your services 
here! 



£180 for 6 months! 
Get read by 000* 
of Spectrum owners! 
Advertise your services 
here! 



NORTH WEST 



£180 for 6 months! 
Get read by (MKTs 
of Speclrirtn owners! 
Advertise your services 
here! 



lira 

7B fkimwiir Street 
PtfHHNlthp Dwm PL1 INS 
S [0752) 228705 

Sinclair, Commodwft, AmstrarJ and BBC 
Repair Specialists 
3 month warranty 



For details of advertising in this, 
section, contact Nick Wild oti 
(0664) 4603 or write tn him at 
Newsf ieid Publications, 
1/2 King Street, Ludr&w, 
Shropshire, SV8 1 00 



H. 5. COMPUTED SERVICES 



Proton, Lancatfnm PM 1 BE 
S (0772)632696 

Repairs f 14.95 fully «; 24 Ik? Njrn-rwml 3 
month guarantee. 
Why pay more'' 



£180 for 6 months! 
Get read by 000's 
of Spectrum owners! 
Advertise your services 
here! 



£180 for 6 months! 
Get read by 000* 
of Spectrum owners! 
Advertise your services 
here! 
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Producer: A'rVF 

Retail Price: £8-95 
Author: Icon Design 

Mave you evar wondered how 
computer games find their 
way onto the shelves of your 
local computer store? It Wibstars 
is to be believed, it's amazing it 
happens at all. 

In many respects. Wibstars 
resembles those trading/ strategy 
games that were so popular 
a tew years hack, accept 
that this one has strong arcade 
overtones, The first task for flilly 
Wibstar, entrepeneur and novice 
businessman, is to collect trading 
goods from a warehouse. 

Three types of commodity are 
available: computers cost £100. 
disks go for a tenner, and casset- 
tes set you back a fiver, Billy starts 
off wsth £200 in smaM- denomina- 
tor! , used notes - borrowed from 
a sceptical dad. Goods are col- 
lected on-screen with the use of a 
fork-lift truck, represented by an 
Icon, This can be moved over to 
loons repressing the computers, 
disks and cassettes. Keeping Hie 
fork-lift pressed against the icon, 
Increases the number of the com- 
modity ordered. When the amount 
you want is reached - or you run 
out of cash - laking ihe fork-lift 
down to the the exit moves the 
game on to the second stage. 

This involves the loading of 
young Bill's van. The guys in 
despatch aren't particularly help- 
ful though, flinging the items down 
four chutes in rapid succession, 
and forcing Bitty to move his van 
back and forth in an attempt to 



catch as much of his order as pos- 
sible. 

In the third stage, Billy hits the 
streets. But another cowboy dis- 
tributor has got away from the 
warehouse first and hogs the road 
ahead. This screen is a scrolling 
bird's-eye- view, not unlike Spy 
Hunter, where the two vehicles are 
able to move left and right across 
the roadway, To make matters 
worse for Billy, the van ahead of 
him has a loose load which is being 
strewn across the road There s an 
advantage to be gained from this 
however r as driving over useful 
items such as computers, disks 
and cassettes adds to Billy's 
stock. On the other hand, useless 
debris causes damage which has 
to be repaired - ancther drain on 
his overstretched resources, 

The final game section consists 
of a series of platforms and lifts as 
Billy attempts to deliver his goods 
to a shop, Hems are only removed 
from the van one at a time, or, if he 
feels he 1 s perfected the technique, 
he can chance an arm and grab 
the entire hoard of one commod- 

% 

The package is kicked towards 
a conveyor belt, which should take 
it into a lift. Timing is critical, as the 
conveyor may dump the package 
underlie l ift and crush it - another 
depreciation of stock. 

The final results of Billy's exer- 
tions are then totted up. it after 
van repairs, he has managed to 
shift enough merchandise onto 
the shop's shelves to make a 
profit, he goes through the wtiole 
process again. We are. after all. a 
nation of shopkeepers, are we 
not? 



CRITICISM 



m This ha* to be the most 
infuriating game of the month, 
I've been playing it for ages now 
and I still haven't managed to 
survive a day without being hor- 
rertdously overdrawn at the end, 
Wibstars plays i n a si mi la r way to 
a lot of the patt em/platform 
games that were around in late 
"S3; the controls are simple and 
completing the game requires 
more timing or luck than skill It 
this was going for the bog -stan- 
dard budget price it would be an 
average buy - as It's nearer ten 
quid all I can say is stay well 
away. " 



• " This is basically another plat- 
form game. The road sequence is 
too simple to represent any chal- 
lenge, and the catching sequence 
makes little overall difference to 



,j ■ p p ( _■ * » 




the game. The platform sequence 
is, to say th& least, infuriating. The 
random movement of the lift 
make the game very, very difficult 
to ever achieve a profit The 
graphics are fairly basic stuff - 
small, lots of colour and iffy colli- 
sion detection. And there's not a 
decent bit of sound to be heard 
anywhere. This isn 't much of an 
improvement on the last A'nf plat- 
form game Chuckie Egg It 



• " Haven't you always wanted to 
be able to take the role of a dis- 
tributor? No? What a coincidence! 
Nor have I, This is a fairly poor 
game. The graphics are very drab 
and uninteresting. True, the vari- 
ous stages are very different 
indeed, but they have one very 
unfortunate problem - they're all 
as boring as each otheri To be 
honest, I fourrdthe most addictive- 
ness in the catching stage, but 
similar games can be found in 
most Spectrum books as listings, 
and only take half an hour to tap in. 

anyone to buy this is 
I too much, " 




Control keys: definable, up, 
down, teft, right, fire 
Joystick: Kempston, Cursor. 
Interfaced 

Use of colour: bright and vaned 
Graphics: do the job without 
being exerting 
Sound: poor 
Skill level s: one 
Screens: four f 
General rating: The mixed game 
elements f ai I to add up to anything 
very exciting, especially for the 
price. 



Presentation 


57% 


Graphics 


45% 


Payability 


34% 


Addictive Qualities 


32% 


Value for money 


28% 


Overall 


35% 
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Having reached th& ratsrJprs, it's time to unload the 
merchandize 



Producer 
Melbourne House 

Retail Price: £8.95 
Author: Beam Software 

Way of the Exploding Rat 
was virtually unique. A 
totally original idea pre- 
sented in a pol i shed, playable for- 
mat. It founded the entire beat 'em 
up genre, and imitations have 
poured forth ever since. Now at 
last, nearly two years after the 
first appeared, the sequel is 



_ The warriors of the Exploding 
Rat have been betrayed and over- 
thrown, and the land has been 
enslaved by an evil Warlord. But 
there is still hope - if one man is 
brave enough to seek out the tem- 
ples of the old religion of the 
Exploding Fist, and discover their 
secrets, he will grow strong 
enough to defeat the evil Warlord 
and thus free the land. 




You control the only warrior fit 
enough to settle the score To find 
the temples our hero runs through 
a horizontally scrolling landscape, 
climbing up and down ladders and 
jungle ropes, and jumping down 
holes or even oft high cliffs! 

When he encounters a Temple 
Guardian, the screen stops scrol- 
ling and a fight to the death ensues 
(or your opponent flees off the 
edoeof the screen). 

the ultimate goal is to defeat the 
evil Warlord. To acheive this, the 
young Discipte has to find eight 
mystical scrolls and take each to 
its corresponding temple, thus 
gaining its power. The length of 
the disi pie's life is governed by his 
stamina level, this is dispfayed at 
the top of the screen, The 
■maximum stamina lever begins 
at a fairly low point, but it increases 
slowly as more enemies are dealt 
with. Meditating at a temple also 
increases this stamina level. 

The Temple Guardians come in 
a number of shapes and sizes. 
Peasant Soldiers have the least 

100 CRASH March 1987 




stamina and are the worst fighters. 
Warrior Guards are slightly harder 
to defeat. Ninjas, equipped with 
throwing stars, are better still. 
Shoguns and Assassins are dead- 
liest opponents of all. 

The fighting sequences will be 
familiar to all beat 'em up fans. 
There are sixteen moves, acces- 
sed by a multitude of joystick wig- 
gles. When a blow is successfully 
landed, the recipient's stamina 
level decreases accordingly - a lot 
for a flying kick, but not so much 
for a punch, When one of the two 
combatants runs out of stamina, 
he Is dead. If the Temple Guardian 
is kilted he vanishes - if our hero 
comes off worse however, he 
loses one of his three Elves and is 
returned to the last temple he vis- 
Had. An extra life is awarded each 
time a scroll is taken to a temple. 



CRITICISM 



I 



• " What's this, the sequel to 
the only decent Beat 'em up on 
the Spectrum, Well p Rst it cer- 



Tlte knawledgc -seeking disciple meditates «t the after of the 
Ancient Gods 



tainly isn't going to take that title 
away from Its predecessor. The 
gameplay is spoiled by the time 
spent looking for action (ft can 
take as long as five minutes to 
encounter the next ninja), and 
even when the action is found 
It's pretty tedious. Killing a ninja 
or a pack of wolverines lent a 
feat worth telling your mates 
about. The thinking behind Fist II 
is sound, but a potentially good 
game has been marred by bad 



• " / stilt have a bash on Way of 
the Exploding Fist, but Fist II 
seems to have taken the competi- 
tive spirit out of the game. The 
characters aren't as w&K drawn as 
Fist, but the landscapes are welt 
designed and give a good feeling 
of size -its a pity that some of the 
landscape repeats itself after only 
a short walk though. I very quickly 
got the impression the Fist fl con- 
tains very little to do, apart from 



trundling all over the place. Beat- 
ing up the baddies was fun to start 
wtth. bat they present little chal- 
lenge. Fist II didn't really appeal to 
me. " 



In his efforts to reach Wt* temple* thfy^ung martial arts mas- 
ter mil* I defeat many adversaries 




• Jl Technically, there's nothing 
wrong with Fist It It s just that 
stomping around all the locations 
looking for a few bodies to duff up 
is so boring, The graphics are neal. 
and the combat sequences are as 
playable as in the original. Unfortu- 
nately, I think that Melbourne 
house have given Fist If far too 
much hype. Having advertised this 
for so long, f would have thought 
that their programming team could 
have come up with something a 
little better than this. The combat 
practice garne on the reverse side 
is fine, but I don't think that it's 
worth buying just for that F 



COMMENTS 



Control keys: definable, up, 
down, left, right, fire 
Joystick: Kempslon, Cursor, 
Interface 2 

Use of colour; unimaginative use 
of the Spectrum's own colours 
Graphics; a great disappoint- 
ment, especially when compared 
to its predecessor 
Sound: great shouts and screams 
during the fight sequences, other* 
wise average 
SkMI levels: one 
Screens: large scrolling land- 
scape 

General rating: Doesn't live up to 
the expectations generated by 
Way of the Exploding Fist. 



Presentation 
Graphics 
Pliability 
Addictive qualities 
Valuator money 
Overall 





Producer: 
Electric Dreams 

Retail Price: £7.99 
Author: The Ram 
Jam Corporation 

Gargantuan is an over-used 
adjective, but 40 billion 
mappable locations seems 
to qualify, so using it one more 
time to describe Explorer won't do 
any harm. 

the HAM JAM CORPORATION has 

aver been a source of oddities, 
from its first and marvellously 
humorous Valkyrie 17 adventure. 
In this new quest, the cosmic joke 
<s I hat your second-hand apace 
vehicle has broken up over the 
Emerald planer. To make matters 
worse, fragments of your craft 
have scattered around nine of Its 
40 billion locations. Sounds like 
you've got to find them all before 
escape is possible. Some cosmic 
joke, huh? 

Several vital instruments have 
survived the crash. There's a 
Compass, a Homing Beacon, 
Direction Finder, a Laser Pulse 
Gun and an all -important Sonar 
Recovering the ship parts is a 
problem, but at least the sonar 
makes life sound brighter - by 
bouncing an echo off an object, tts 
bearing and rough distance n 
revealed. A short watk through the 
jungle is okay, but youre told if the 
range is too far for a stroll and tt's 
then time to take to the trusty jet- 
pack 

When within range of an object, 
traveling can be done on foot. 
Pressing the forward key brings 



the front view into sharp relief and 
shows the next planet section. Left 
and right movements (or even a full 
1 80 degree turn) are shown as a 
bearing at the top of the screen. 

The Emerald Planet is largely 
uninhabited, except for a strange 
breed of energy-sapping robotic 
bugs. Energy loss can be fatal and 
although there is a means of 
replenishing it, killing the robots is 
a far better method of staying 
alive. A Laser Pulse Gun is a handy 
extra when it comes to bugs - it's 
accessed through Weapons 
Mode. 

Swirling patches of colour are 
encountered deeper in the jungle, 
These act as doorways to loca- 
tions elsewhere on the planet. 
Remember there are 40 billion, so 
almost any name will do for a desti- 
nation. Mind you, you can get lost 
too, so this is where the homing 
beacons come in. These can be 
dropped anywhere to be used as 
useful reference points - they're 
seen from the air as flashing 
squares. 

Ttie energy available to power 
aJI the equipment is limited, and 
the level of reserves is shown as 
one of the menu options, which 
can be accessed at any time by 
pressing FIRE and then the first 
letter of the required option. 




The Explorer discovers a tefeporter ~ will it help in the quest 
tor spaceship parts? 




CRITICISM 



f 



• " This isn't a game ■ , + It's a 
nightmare - 40 billion locations 
is awesome (for awesome read 



A let-packing expforttr 1 ^ view of the Emerald planet 



ridiculous!). Ire been playing for 
hours simply trying to find the 
game f and I Ve come to the con- 
clusion that there isn't one; at 
Least not one compelling 
enough to keep me playing any 
more. "Mapping games 1 have 
never really been much fun, and 
the extremely short arcade 
sequences aren't good or fro- 
quent enough. Visually poor, 
Explorer** initial pcettiness 
wears off as the locations are all 
very similar; there's a lot of col- 
our clash too. t'dstay mil 
of itiflwereyou. " 



• " Its a hefty task to find nine 
missing pieces in a play area of this 
size, even with the radto beacons. 
Do they realty think that some poor 
player is actually going to trudge 
around forty billion locations ? ram 
jam write some pretty weird and 
original programs, and this is their 
weird&st yet Explorer is weitpre^ 
sented with good magnify and 




wobble screen routines, The back- 
grounds are very originally drawn, 
and look like nothing I 've seen on 
the Spectrum. Unfortunately, what 
could have been a good idea has 
been drowned by a massive piay 
area with little variation " 



§ J " Okay, agame with a name like 
Explorer ought to have a lot of 
locations, and the way in which 
ram jam have written thfs means 
that it isn't difficult to get through a 
heck of a lot of them, but even so; 
40 BILLION! One billion wouid 
have been enough! The Graphics 
are pleasantfy coloured, if a littte 
monotonous, but (unsurprisingly) 
the game has a tendency, to get 
boring after a while. Explorer isn't 
a stunningly good game; I reckon 
that a bit less dedication to size, 
and more attention to gameplay 
might havewqfked much better. M 



COMMENTS 



Control keys: on the ground: 6 
turn to the left, 7 turn to the right, 8 
180 degree turn, 9 move in the 
direction of your compass bear- 
ing. In the air 6 west, 7 east, 8 
south, 9 north 

Joystick: Kempston, Cursor, 
interface 2 

Us* of colour: very jungle-ish 
Graphics: attractive, but it e s 
sometimes hard to see what's 
going on 
Sound: very little 
Skill levefs: one 

Screens: would you believe -40 
billion? 

General rating: Gargantuan, awe- 
some, actually quite fun for a white, 
but devastating in the end, and 
ultimately a bit monotonous 



Presentation 


62% 


Graphics 


60% 


Payability 


38% 


Addictive quality 


B 33% 


Value for money 


44% 


Overall 

_ 


32% 
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Producer: US Gold 

Retail Price: £8-99 
Author: Accolade 

The Mosquito (the plane, not 
the insect) has starred in 
many a daring WWII film. 
Now US Gold offers you a chance 
to try your hand at one of the 
oddest and most successful flying 
machines in the Allied arsenal. 

Built almost entirely from wood, 
the Mosquito was heavily armed, 
fast, and quite manoeuvrable for 
Its size. II was used whenever a 
few tons of high explosives deliv- 
ered accurately would be more 
use than a lot of TNT spread all 
over the place. 

To become an ace of aces, you 
must show your aWlity at flying 
four different sorts of missions: 
bomber interception, V1 flying- 
bomb interception, U-Boat Pen 



bomWng and train busting. 

The program loads in two parts. 

First, decisions are made as to 
what missions, or combination of 
missions, are to be flown, and the 
Mosquito needs to be armed 
accordingly. An intelligence 
screen is displayed, giving direc- 
tions of targets and likely opposi- 
tion. Armament consists of can- 
non, rockets, bombs and drop 
tanks (to extend the range of the 
bomber). As much armament as 
desired can be loaded, but the 
plane becomes less responsive as 
it is weighed down. 

After selecting mission and 
armament, the next section of the 
game is loaded. 

Five screens control the Mos- 
quito. In the cockpit is the joystick 
and forward-firing cannon and 
rockets. Instruments show 
altitude, heading, speed and 
attitude. There's also a radar 



GrVtf US (flfl tools and wail finish the /ob 
arming screen 



the masquitfi** 






ill 1 * 



tit 



• 4 M| 



• III 




XVI 

it 



— — 



A Qerman fighter attack* off the port wing 



screen showing attacking enemy 
craft and their relative height A 
diagram of the plane is present on 
all the screens warning the pilot of 
any problems on other screens. 

Two screens look out over either 
wing. These control the engines. 
Throttle and boost controls adjust 
propeller speed and pttch, making 
the plane go faster or slower. Raps 
and undercarriage can be raised 
or lowered to suddenly change the 
plane's speed and shake off attac- 
kers. The trim control is used if one 
of the engines has packed up. It 
'feathers' the prop and prevents 
the machine from going round in 
circles. There's also a fire extin- 
guisher to be used if an engine 
catches fire and h as to be doused 
- however this puts the engine out 
of commission. 

A map screen shows the Mos- 
quito's position and that of any 
targets to be attached. The bomb 
bay screen is used during bomb- 
ing missions. When the bomb 
bays are opened, targets can be 
seen below you. To bomb a target, 
the plane's speed is reduced to 
1 00 knots and height to 1 000 feet. 
Then, when the target is visible 
through the bomb bay doors, a 
cross hair is moved over the target 
and the bombs dropped. 

Except for the control stick on 
the first screen, ail controls are 
used by moving a dot cursor over 
the appropriate icon - using left 
and right keys, then holding the fire 
button down and using the up and 
down control keys. 

After completing a mission, the 
Mosquito heads back home. 
There is no landing sequence, you 
just have to fly over the home base. 
Points are scored for targets 
destroyed and any spare ammo 
brought safely home 

I 



1 



CRITICISM 



A " us a old have taken the two 
aspects of Spectrum gaming 
that I hate most, flight sims and 




multi-load, and created one of 
those totally unplayable horrid 
games. Aca of Aces is further 
sullied by difficulty* It is 
extremely hard to get Into* Ewn 
if you do manage to get involved^ 
the gameplay Isn't enough to 
keep even the most avid player 
bashing away for long, The 
graphics are fairly good, the 
sense of motion created by 
sheets of clouds scrolling for- 
ward works very well. I 
can't really recommend this - 
It's too much money few too little 
gameplay, " 



• 4 ' What is this game trying to be? 
The Top Gun of the 1940s? its well 
presented, but lacks any sub- 
stance or addtctiven&ss, I neatly 
liked the idea of having the com- 
mander pointing out your options 
at the beginning - although it's a 
pity you only get one chance to 
pick your controls. Once the 
launch sequence is over t found 
that you had to do very llttie else in 
the game. Shooting down the 
enemy is easy to get used to -in 
fact the only bit of fun is putting out 
fires on the wing. Ace of Aces 
doesn 't contain enough to make ti 
worth playing for more than a few 
days. c 



• " This product isn't bad ( if 
not exactly legendary. The 
graphics are quite neat: the clouds 
flying past and under you are very 
well done. The cloud barrier is 
something often lacking from flight 
Sims and it really adds realism . the 
various missions on offer give 
more addictivity than you d find in 
most aims, but the multi-load sys- 
tem soon becomes a pain. 
That said, us gold have finely 
picked up on the potential of Dam- 
busters, and made a much more 
playable garne. Worth looking at if 
you haven't already got 50 
thousand flying games on your 
shelf... " 



COMMENTS 



Control keys: 1 -4 selects view; M 
map , O left, P ri ght , 0 u p , A down. 
Xfire 

Joystick: Kempston. Cursor, 
Interface 2 

Use of colour: biand but func- 
tional 

Graphics: atmospheric skys- 
capes, and detailed cockpit 
interior 

Sound: Good spot effects 
Skill levels; one 

i: five 

rating: Nicely detailed, 
but generally unplayable flight 
simulation, 



rrMOflCBDOn 


77% 


Graphics 


6B% 


Playabifity 
Addictive Qualities 


59% 
62% 


Value for money 


55% 


Overall 


62% 
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|T] wo worlds - the mirror image of each 
other, touch in space through a 
Time- Warp. 



@| ne is positive, good, familiar - our World' 
the other is negative, evi l yet unnervinqlv 
familiar. * ' 



heir interface - a time window through 
which objects and beings can pass; 
contact has resulted in the beginning of 
exchange. 



AJ estore our Worid - stop the invasion, but 
do if now, for as the exchange acceler- 
ates, the time window grows larger - 
domination is a hand! 
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Please send me Itie following items: 



CRASH MAIL ORDER FORM 

Telephone Ludlow (0584) 5620 



Title (BLOCK CAPITALS pieasef 
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Amount 


















































kPF^IAL D1SCC 


>UNTS 


sub-total £ 1 
less discount £ 
Total enclosed £ 




£1 off any order worth more than £20 
50p off any order worth more than £10 

1 Sorry - J OKI Touch" per order' 







PLEASE NOTE; Some software reviewed may not be a variable until its release date. If you are in any doub! 
about availability, please nngfirst. We cannot be held responsible for delays resulting from late or non-release 
of titles when previewed before their official release dates were known. 

All prices a^e a$ quoted under review headings or known retail prices and include VAT. CRASH makes no 
chaxge for post and pactong m*ide the UK. Customers in Continental Europe should add the equivalent of 
/Up per item ordered, Outside Europe, please write first so that we may advise on postage rates. 
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P*V fay Access ar Visa please All In the form be low. Please do net teml any cwniffe. 



Name 



Subscriber no, {if applicable) 


Address 


Postcode 


PIhh Defalt my V1m/Aot** Account 
















l wish to pay by Visa/Access (delete as applwabF?) 


£ 


Signature 






Expiry date 








Please charge my account no: 

















ni-,x WAIL ORDER, PO BOX 10, LUDLOW. SHROPSHIRE SV8 1DB 

Please do NOT enclose this faro/payment with any other correspondence to CRASH Magazine editorial as 

it will only delay processing your order and may result in loss. 




BRIAN CLOUOH'S 
FOOTBALL FORTUNES | 



Producer: COS 
Retail Price; £14.99 
Author: The CDS team 

Wall Brian, me and the tads 
got together, and well, 
there it was in the back of 
the net - something a btt different, 
a board game where the computer 
acts as ref . 

Two to five players each take a 
team. The remaining teams are 
controlled by the computer, which 
generates a squad for each player. 
This consists of a goalkeeper , four 
defenders, three mid-fielders, 
three forwards and two versatile 
players. Versatile players can play 
In any position (however, their star 
rating is reduced to one if they play 
lr> goaf), AH players have a star rat- 
ing between one and five, although 
initially, only footballers with 
values from one to four are issued . 
These are represented by cards 
which are given to the players. The 
remaining cards are then mixed 
together and placed in the middle 
of the board. Players also receive 

The computer now shakes the 
dice for the players in turn. Each 
piayer moves a counter rouno me 



board, landing on squares which 
either give penalties or bonuses. 
Players may also Rand on auction 
squares When this happens, the 
top card from the stack of footbal- 
lers is turned over. All players now 
bid. Sometimes players will land 
on a square which entitles them to 
only pay hatf price in the sub- 
sequent auction. 

Footballers can be sold or 
loaned between players. When 
this happens, the squad is rear- 
ranged to give the same 1-4—3-3 
formation with which it started. 
After all the players have made a 
move on the board, a round of 
matches is piayed. Players type in 
the total attack and defence 
strengths of their squads. The 
attack strength is the total star rat- 
ing of the attack and midfield 
players; the defence is the sum of 
the defenders and the goalkeeper. 
After that, the computer works out 
the resorts of the rnatches, Players 
then receive gate money, depend- 
ing on how interesting the fixture 
was. 

Play then alternates between a 
move on the board and a match. 
Apart from adjudicating ttve 
matches, the computer hdds a list 
or tne caros ror selection prob- 



lems ' and 'manager's luck". 
Should a player land on one of 
these squares, the computer 
'turns over 1 the next card, and the 
manager follows its instructions. 
Some represent cash penalties p so 
it's important not to overstretch 
yourself by bidding too highly in 
the auctions, or there may be 
insufficient funds to cover a pen- 
alty. If the penalty can't be met by 
selling footballers to other players, 
the manager Is bankrupt and out 
of the game- 
Players can check their current 
league position from the prog- 
ram's main menu, they can also 
inspect the last cards drawn and 
the last or the next league fixtures. 

After the first season, managers 
enter European competitions. 
Here teams face tougher opposi- 
tion, but the rewards are corres- 
pondingly greater. 

Players decide at the start of the 
game how many seasons the 
game will last. At the end of this 
period, the manager with the 
greatest number of management 
points wins. Management points 
are scored by doing well in the 
League or Cup competitions. 
Players aiso score a few points for 
casn m hand at the end of the 




!)arne - but Thrs is a fairly minor 
actor. 



CRITICISM 



• 11 GoHy! Football Monotony 
with a computer to keep score. I 
was wondering how Jong It 
would be before something like 
this came atong. I've played this 
a fair number of times over the 
last few weeks, and I think h"a 
boring. The overall package to 
spoiled by the software (more 
than iikely written in BASIC) 
which rune painfully slowly and 
looks 'unfinished'- I'm sure that 
the game would be as much tun 
if the whole computer Idea was 
dropped end its job was 
replaced by a couple of dice, a 
set of chance cards and a score 
pad, For the price this may 
interest board gamersi but I 



• " in the past cos have always 
come out with some good think- 
ing-games r However, FootbaJl 
Fortunes requires very tiffle 
thought to ptey. it's just a case of 
whoever gets the first few half 
price auctions is well on the way to 
winning the game. The computer 
side of the package contains a 
very shabby bit of software. Over- 
all r would say that Football For- 
tunes is too over-priced to enjoy 
playing for long. As a computer 
game it contains //We appeal to 
validate the large asking price, ' 



• !t Is this one for the board gam- 
ers or the bored gamers I ask 
mysetf . This is neither a particularly 
good game or a good computer 
program. Thp computer side of rl 
runs very slowly. There seems to 
be far too much luck involved, 
once one person gets ahead it's 
almost impossible to stop them as 
success leads to more success. It 
might provide a bit of fun for an 
evening or two, but that's not 
much for this sort of price tao. 
Sony Brian, I'm going to kick this 
one Into touch. ,r 



COMMENTS 



Control keys: menu selection, 0- 
9 

Joystick; none 

Use of colour hardly any 

Graphics: a series of menus and 

printed results 

Sound: none 

Skill levels: four 

Screens: 20 

General rating: 



Presentation 70% 

Graphics 15% 

PlayabUity 65% 

Addictive Qualities 40% 
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R*A*N*A»R*A*M*A I CrA£H l 






fervyn is a sorcerer's 
apprentice - well actually, 
at the moment he's a frog! A 
new spell that he was trying out 
was supposed to make him 
irresistabte to women, but it went 
horribly wrong and he was left hop- 
ping about In amphibian form, This 
was fortunate however - shortly 
after he messed up his macho 
magic, Mervyn's dungeon was 
invaded by warmongering 
wizards who killed everything in 
sight except Mervyn, believing birr) 
to be a harmless frog. 

The dungeon is packed with 
wizards and their evil minions, and 
a& if that wasnt enough, 
generators situated around the 
mazes of rooms that make up the 
levels spew forth magical 




CRITICISM 



" I grimaced when I heard 
that hews™ were doing a 
Gauntlet variant - there are 
so many around at the 
moment that I'm getting 
bored of them. This how- 
ever is more than just 
another done - to my mind, 
Rarwama is the most play- 
able game that has arrived 
for review this month. 
Fighting off the multitude of 
dungeon minions makes 
roaming the playing area 
really frantic, end the 
gsmaplay is straightfor- 
ward enough to make it 
compelling from the word 
go. Some of Ranarama's 
ideas are perhaps a little 
too similar to those used In 
Paradroid and Quazatron, 
but the overall gameplay 
certainty makes It well 
worth the asking price. 



weapons. Mervyn has to kill 96 
wizards before his task is com- 
plete - 12 evil magicians on each 
level. 

The screen gives an overhead 
view of the room Mervyn currently 
occupies, showing the adjacent 
rooms that he has already visited. 
Between SO and 100 rooms make 
up a single level, and they have all 
been plunged into darkness. As 
Mervyn enters a room It is flooded 
with light, and remains lit for the 
rest of the game. Rooms are con- 
nected by eioorways, some of 
which are invisibles the position of 
a portal is made clear when a 
wizard negotiates a hidden door, 
or a special spel! can be invoked to 
reveai the entries and exits. 

Mervyn tackles the wizards by 
bumping Into them, Colliding with 
a magician takes the player into a 
sub-game where the letters of the 
word RANARAMA are jumbled 
onto the screen, Pairs of letters 
may be swapped by moving a cur- 
sor over them and pressing fire - 
the aim is to sort them Into the cor- 
rect order within a time limit and 
thus defeat the wizard. When the 
wizard dies, he sheds useful runes 



Producer: Hews oris 

Retail Price: £795 
Author: Steve Turner 



- these only last a short time, so 
Mervyn has to scurry round and 
pick them up before their power 
wanes. Runes may be converted 
and used to boost missile" and 
shield strength, or exchanged for 
components of spelis or extra 
energy Losing the battle with a 
wizard results in a loss of spell 
power or death. 

[Designs f ou nd on the floor of the 
dungeon are called Glyphs and 
come m four varieties - pressing 
fire when Mervyn is standing on a 
Glyph activates it. A Glyph of 
Seeing reveals a map of the room 
that you have visited; a Gtyph of 
Power activates a spell which acts 
as a 4 smart bomb" ; Way Sfey phs act 



CRITICISM 



M Hewson have taken an 
existing idea and Improved 
on it. The Gauntlet style has 
been beautifully incorpo- 
rated into what Is basically 
a shoot T em up extravag- 
anza. The icons on the 
detailed floors are very 
easy to use, and well disti n - 
guished from each other - 
despite their size. Fitting 
mora than one room on 
each screen la a clever 
idea, and makes the game 
appear much larger than it 
really is. My only gripe is 
that the frog can be a bit 
unresponsive In some situ- 
ations, but apart from thai 
there seems little wrong 
with Ranarama, " 

PAUL 



as tsteporters. transporting Mer- 
vyn to another level; while a Glyph 
of Sorcery allows Mervyn to 
examine the magical status screen 
that displays a list of runes col- 
lected. This also indicates the 
spells that Mervyn is using and 
allows him to exchange runes tor 
additional powers, 

Four types of spell are available; 
Power, Attack, Defence and Effect 
- and spells have eight levels of 
potency. As Mervyn progresses 
through the eight levels of the dun- 
geon he encounters more power- 
ful adversaries, and spells of the 
appropriate level of potency are 
required to deal with them, 

Mervyn s energy is drained as he 
moves around the dungeon, and 
the energy loss is more rapid when 
higher-level spoils are used, Con- 
tact with the evil wizards and their 
minions also saps energy, but 
strength can be replenished by 
bumping into one of the floating 
energy crystals or by exchanging 
runes for a new power spell. 

Points are awarded for hilling 



CRITICISM 



M Although Ranarama Isn't 
the most addictive game f 
have ever played, it Is cer- 
tainty a game that ought to 
last for a long time- The 
graphics are very reminis- 
cent of us gold's Gauntlet, 
but are sJIghtty better; col- 
our has been splashed 
about liberally* and the 
characters are reasonably 
animated (rf a little small). 
Steve Turner has done him- 
self justice, with what has 
turned out to be a highly 
playable program, The 
instructions were not ail 
they could have been - lor 
instance the art of rune- 
swapping could have been 
better explained. But that 
apart, this is a great g ame - 
one to buy, people! " 



Magical Minions and for eliminat- 
ing the Generators that produce 
Magic Weapons, but Mervyn must 
have appropriately powerful spells 
before attacking the denizens. 
Blasting an eighth- level creature 
with sixth- level magic onty serves 
to make it madder! 

Should Mervyn manage tomas- 
sacre all 96 magicians he wins his 
freedom - and with any luck a spell 
to turn him back into human form 
will be thrown into the pack- 
age . . * 



COMMENTS 



Control keys: A-G up; Z-C,F 
fire; B.N fefr M.SVMBOL 
SHIFT right; H-Lfire; P 
pause: W toggle autofire. 
Joystick; Kempston, Cursor. 
Interface Z 

Use of colour: colourful 
screen with monochromatic 
characters 

Graphics: good animation, 
but can get messy 
Sound: good spot effects 
Skill levels: one 
Screens: eight scrolling 
levels 

General rating: the most 
innovative of the Gauntlet 
clones 

Presentation 84% 
Graphic* 88% 
Payability 91 % 

Addictive qualities 91% 
Value for money 89% 
Overall 90% 
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REPAIR CENTRE 




HOW TO GET YOUR SPECTRUM REPAIRED FOR ONLY £19 

m 



SPECIAL OFFERi 




town* 'j 



SPECIAL OFFER 



WTiy not uflflriW v&u* oroifUf* Spe-trum intg 
iB*t*i«!K Q* Tr.:rfiic? tvDPwrirf r kevDOira 
£31 50 »ocHhding flttingi v" irra 
rrhfrn post jni untrTHi 
Ngrmal rfConwnt*itf«i ITtl* price 

□* Tranir;^*rv 



TEN ★ REPAIR SERVICE 



Update Your Rubber Keyboard 
to a New Spectrum+ 

Fitted for only £31 .90 + 61.50 pwt & parting 
Also D.l V Klc available for only £24.95 

£1 SOOCreti packing) 
Your Spectrum repaired and upgraded to 
a Spectrum Plus for special offer price of 
£50,00 complete. UHnTO 0FFe(? 




*flT nGt upgrade fGur m SflBrtnrm Ea i 

r h wiii js £1 7.95 .pcIlhSthi vat cmi «ndi 

potngj 

1 'Jh rating m*trwTHm. 





While you wait service including 

computer spare parts over the counter 

aii computers ftidv overhauled and fully 

tested before return 

Fullv insured for the return inurnev 

Futed low price- of £1 9.95 including posr 

packing and vat i Not a Between price 

Of really up to E1O.00 wh*ch some our 

competitor s are quoting i 

pi scounts for schools ana colleges 



Five top games worth CJtOO for you to 

enjov and plav with every Spectrum repair, 
we repai r Commodore W s, Vic 20 s 
Commodore 16s and PI us J s 
The most u p m date test eq u i pme nt 
developed oy us to fully lestand find an 
faults within vour computer 
Keyboard repairs Spectrum rubber key 
DOards.cmlvEB.95 

3 montn written guarantee on an repays 



BEST SERVICE 



BEST PRICES t / 



ARE YOU ANOTHER CUSTOMER - fed up 

waiting weeks for your estimate? 

Need vour computer repaired fast? Then send \\ now to the Number one Repair 
Com pan v i n the U.K.. or call I n and see us at our fully equipped 2 . 500 square foot workshop 
with all the latest test equipment available, vou are more than welcome, 
we *iii repair your computer while vou wait and help vou with any of vour technical problems 
commodore computers repaired for only £15.00. Please note we gove you a 100% low Axed 
prtee of £19.$S which includes return post and pacing vat. not a between price like some 
Qffler j?epal r Companies offer we don't ask you to send a cheque in for the maximum amount a nd 
shock you with repair bis EM upwards Don t forget we are Amstrad aproved for quality and 
speed, don t ns k your com pu cer to anv oiher unauthonsed repair centre . we dont just repair the 
fault and send your computer back we give your computer a> 

\ OVERHAUL WfTH EVERY REPAIR WE DO:- 

we correct colour, sound, KeytHMftJ. Cheek the loading and saving chip, Put new feet on 
the base if required Check for luii memory, check all sockets including ear/mine and replace 
where needed Ail for an inclusive prtte of m95 including VAT, all parts insurance and post 
and packing no hidden ertras whatsoever, we don't have to bottt too much snout our 
service as we have thousands of customers From all over The world highly delighted with our 
service A first class reputation for speed and accuracy Don t forget, we aiso now have a 
service Branch m Manchester city centre for while vou wait service. 



56 way 

ribbon cable to 
extend your pons for 
your peripherals 




*Lf@aE*AiAT 

£6,50 pPui £i so pi i p 



REPLACEMENT 
POWER SUPPLY 



curt mat n*iPd Fir* >q£w^* 

Ifllurf El SOD 




Spectrum replacement 
power transformer 
suitable for a li makes 
df computer £9 95 

Plus ll.SC pip 




D.I.Y. 

CORNER 

We regret we eartnoi 
snow air the component 
available Just give us a 
calt and we can quote you 
over the pnone. deirvery 
by 1st class post 



SPECTRUM SPARES 

700* CPU J 00 

•ll&frJrtK 1 DC 

ZTX-65D 

ZTK2U Ott 
Pawf r sypdv Transformer 9 95 

ULA6CQ0* H50 

Bom 1SU 
KfvDOaJdmem&rjrw 

Spectrum $» 

Spectrum Plus memPrane 1 2 90 

MfiTalTemcUW^ £ 50 

naimemtwane SM 
snvice wnuji €».« 



VIDEO VAULT HEALTH 

sending vour computer to an vomer repair centre can seriously Damage m Health 



COMMODORE SPARES 



65K-C I A 
6510-PTfxettor 
r- r -Ri -Smcr-MC 
TOiiA- Houw Keeper 

90iZ7G-BasbcRom 
mi?7-^rn^\ ffpm, 
&5B9-VIC 

fewer Supplv 
transtormfirs 

«iourprirr^inriudry*T Shnoipw 
et SSQfi *ien &rder sg co«*r pasr 

II 



Spectrum keyboarrj 

£5.50 plus £1 50 p ft p 
spectrum Pius spare 
Keyboard membranes 
£12.90 ptuS£1.50p&P 
ZX 81 membranes 
ES.OQplusd.SOpap 






140 High Street West, Clossop, Derbyshire SK13 8HJ 
Tel: 04574-6655S/67761 Head office & access orders, queeries, 
Manchester 061- 236 0376 while you wait repair centre only. 



corjvrighr videovault Ltd. No. 78103 
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COMPUTER SPRRES 



%0 



ESS 




The Videovault will shortly be reieasing the 
most up to date and exciting catalogue ever 
produced, our team of experts have scoured 
the globe to find vou all the latest software 
and add ons for your computer, all the 
latest in joystick technology, all the top and 
tested software titles all at great discounts 
to you. Anyone can apply now using the 
coupon below and enclosing 2xl8p stamps 
t for your free copy, we have all the top 
m branded items available, delivery by return 
^| post (our usual standard). All goods carry 
our guarantee of satisfaction. Never has 
such a catalogue ever been produced 
oefore. 

we will be updating the products a soon as 
we have all the latest news available to us r 
on all the latest technology. 

SPECIAL EXCITING OFFERS ON EACH ISSUE 

Top reviews, a 1st again for the videovault, 
the no.1 computer company in the UK, (we 

must be as al I our competitors keep copyl ng us.) 



vS 



SPECIAL 
BONUS 
OFFER 




SHOP UNDER 

ONE ROOF FOR ALL 9 THE _ 
TOP PRODUC TS AVAILABLE^ 

A SAMPLE OF 
OUR FANTASTIC 
DISCOUNT PRICES 

The Saga Lo Profile 
Professional Keyboard 
Recommended „ 
retail price £39.95 
videovault 

diSCOUnt fMQ FA 

price only & AO. 3U + £1.50 post + packing 
Computer repair and upgrade to Saga 
£50,00 complete. 

The Saga Lo Profile Keyboard has 52 full 
travel keys, featuring a separate numeric 
keypad and printed keys. Your Spectrum 
fits securely inside the housing. 
Dimensions: 22x«x5cm, Suitable for 

Spectrum Plus. 




OVERSEAS 
ORDERS 

WELCOME 



HMK] 



the 1st 500 customers i 
ordering from our A 
new catalogue will 
receive free of 
charge a quartz 
digital watch. No 
minimum order 
value required. 



^C^^ S^ertr^rnj6M^am^pect 

I PLEASE RUSH ME YOUR EXCITING NEW CATALOGUE 

I AS SOON AS IT IS AVAILABLE HOT OFF THE PRESS. 

I I ENCLOSE 2x18p STAMPS TO COVER POSTAGE COSTS 

| mr/mrs/miss 

■ address 

1 

I 

I 

I . POST CODE . 



BLOCK CAPITALS PlEA« 



|CUT OUT THIS COUPON AND POST IT TO; 
■ VIDEOVAULT LTD, CATALOGUE DEPT, 140 HIGH STREET WEST, 
■CLOSSOP, DERBYSHIRE, SK13 8HJ ENGLAND 



LEAGUE 
CHALLENGE 







Producer: Atlantis 

Retail Price: £1.99 
Author: Nigel Edwards 

Once again It's your chance 
to manage your very own 
soccer team League Chal- 
lenge puts you in charge of a lowly 
Fourth Division club, and sets you 
the task of building them up into a 
iwerful force in the world of foot- 



Pley kicks off with the newly- 
installed manager namkvg his club. 
The computer then assigns a 
panel of 12 players, divided into 
three categories; defence; mid- 
field and attack, each has a per- 
sonal fitness l#M rated between 
one and nine, 



strengthen the team. 

The team's training schedule is 
chosen before each match. There 
are three different levels of train- 
ing: Moderate; Vigorous and 
Intense. As their names suggest, 
these vary in effectiveness - con- 
sequently they also become prog- 
ressively more expensive, 

Saturday's match follows the 
"weekly" preparations, with the 
game displayed as an animated 
action sequence, During play, the 
manager can only srt tight in the 
dugout and wart for the verdict. 
The results of all the league 
matches are dispFayed. and the 
league table is worked out. 

As team manager, the club's 
financial position is in your hands. 




Goalmouth action, as Cameron 9 * Bulldozers take en Exeter 



A season consists of 15 league 
matches, plus FA Cup fixtures. 
The computer then totals the skill 
levels of the chosen team, and 
adds up the total fitness of all 
players. It then displays the team's 
combined strength alongside the 
strength of the opposition. From 
these figures, the manager can 
work out if he still needs to 



Incurring debts of over £250MQ 
bankrupts a club, sending the 
team back to its starting position 
at the bottom of the league 

At the end of the season the top 
three clubs are promoted and the 
bottom three demoted - a cash 
bonus is awarded to the manager 
depending on the season's perfor- 
mance. 



LERGUE THBLE DIM 4 
TEAM P U D L r 



1 South 

2 Torqu 

3 Exete 

4 Suind 

5 UUt i D 

6 Bur^ 

7 Chest 

8 Canbr 

9 Port 
18 Snail*, 

1 1 Heupo 

12 Hal if 

13 Stock 

14 Crpup 

15 Heref 

16 Often 
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116 2 3 2SFT: 

1 16 2 3 2 321 

115 3 3 2 



115 3 3 24li 

114 4 3 2S11 

115 1 5 2lh 
115 1 5 232; 
1 14 3 4 2S2 



CONTINUE 



Fifth irOm the top after f T games, wtlf Cameron take his tettm 
to Division Three? 



CRITICISM 



• " This is a real step back- 
wards for football management 
games, ft has been several years 
since agokttve raieaeed their 
classic Football Manager, and 
still after all this time no- one has 
managed to Improve on it. 
League Challenge la stow, 
unrealistic and very monoton- 
ous. There is nothing about rt 
that even remotely impresses 
me. The 'action' is ted*oua f and 
the bits in between are point- 
less, I couldn't recommend tfil*- 
Even at its low price it still offers 
bad valuator money, pt 



• " As if the old Football Manager 
wasn f bad enough, atiantis have 
come up with a sub-standard 
product that's even worse. The 
graphics don't realty deserve the 
name - they are very simply 
drawn. Inaccurate and unani- 
rnatad. There are no new bound- 
aries broken - iVs just a case of 
progressing through a few menus 
and hoping that you'll win. Differ- 
ent team selections make little or 
no difference to the outcome of the 
matches. League Challenge holds 
little appeal - even for the mo$t 
earnest football fan. " 



• 11 League Challenge is boring. 
The only respite from the drab 
text-only screen displays are the 
completely awful match high- 
lights. The characters are badly 
drawn, the animation is abysmal 
and the colour choice is even 
worse. As far as footbalF manager 
games go, this one is very average, 
and certainly contains nothing 
new. Fans of the type might 
well find rt reasonable (espe- 
cially with its price tag of £1.99), 
but I think it s very poor. ° 



COMMENTS 



Control keys: menu format, using 
keys listed 
Joystick: n/a 

Responsiveness: not applicable 
Use of colour: effective for text 
highlighting, poor during * match" 
sequences 

Graphics: poorly drawn match- 
stick-men footballers 
Sound: minimal spot effects 
Skill levels: one 
Screens: ten 

General rating: A frustrating^ 
tedious football management 
simulation 



Presentation 


49% 


Graphics 


18% 


Play ability 


29% 


Addictive qualities 


25% 


Value for money 


33% 


Overall 


26% 



MEGA 
BUCKS 



Producer: Firebird 

Retail Price: £1.99 
Author: Ivan Horn 

H| ockCarnngton one of those 
PC guys yoo just can't stand at 
m m parties. Young .handsome, 
and in line to inherit a fortune from 
his eccentric and recently 
deceased uncle, Professor Max- 
billion III. 

Fancy froe p end never having 
done a day's honest work in his 
life, Rock has been enjoying the 
life of the idle rich on the strength 
of his impending inheritance. But 
at last, the creditors are closing in 
and Rock has actually got to go 
into the prof's home and get his 
hands on the readies, 

This is where the trouble starts. 
The old professor was incredibly 
mean - and rather devious. To see 
whether Rock is worthy of the lolly, 
Maxbillion laid a series of traps for 
his unsuspecting nephew. 

The maze that comprises the 
mansion and its grounds consists 
of a series of rooms, viewed from 
the side. Rock ambles about this, 

Kicking up objects. Pressing fire 
rings up a screen containing 
eight icons: Quit: Abort; Pick up; 
Drop; Use; Pause and Return to 
the game. Accessing the object- 
handling icons brings up a further 
screen showing the objects car- 
ried 

After I he initial trap, where our 
hero stands a chance of being 
gassed, rt is a question of collect- 
ing and using pieces of equipment 
to gain entrance to parts of the 
maze that are initially inaccessible. 
Rampant robots and man-eating 
plants have to be evaded. Energy 
end time are in short supply, 
although some objects replenish 
energy. 

The final aim is to find a video 
tape which shows where the 
money is hidden. The clue to its 
location lias in a painting hanging 
in the house r and sections of the 
painting are obtained for solving 
certain key puzzles. 



CRITICISM 
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hew come up with 
a cracker in the form of Mega 
Bucks. I must say that I found rt a 
little tricky to begin wffli, but 
after a fair amount of ra ving, and 
lots of trial-and-arror this game 
became rewarding and tun to 
play. In gameplay and plot this 
could be a great rival to one or 
David Jones 1 masterpieces 
(Knight Tyme and the like). The 
graphics are similar to those 
used In the Wally trilogy - there 
are a few colour problems but 
everything else has been well 
drawn, The sound is surprisingly 
good, wrth a reasonable turra on 
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Acc#ssrrig ffrfr icon window reveal* that the would-be Rich Kid 
hasn't got anything to pick up. The message window rubs it 

in.** 



and well above- 
trie 



the title 
average 
game. 



• 'Another excuse for another 
Stiver Range arcade adventure 
game. I wonder why firebird can 't 
tyring out some good original 
games. Mega Bucks contains atf 
the budget Favourites. Lots of col- 
our, smart graphics and lots of 
options, Sound is limited to a few 
spot beeps. A tune running 
through the game would have 
suited it welt - but alas there iso t 
one, Sadly I found Mega Bucks 
boring to play, as there is very little 
to keep the player addicted to it for 
long* It may look nice, but the 
game holds mte appeal " 



% " Mega Bucks looks very suspi- 
ciously like a game from the Magic 
Knight trilogy. I'm not particularly 
keen on it, as the game isn't as 
pigyabte as it should be - even for 
two quid - and it loses out far too 
much on addictivity. The tune on 
the title screen is annoying, and 
Ihe game sounds aren't anything 
above spot effects. The graphics 
are below standard, and too much 
colour has bean used, The icons 
ere unattractive, though recognis- 



able. I think that firebird have 
skimped a bit on this one. 
Definitely not their best; they 
should have spent more time on 
it. " 



COMMENTS 



Control keys: definable; up. 
down, left, right, access menu 
Joystick: Kempston, Cursor, 
Interface 2 
Use of colour: pleasing, with few 
attribute problems 
Graphics: pretty, with lots of detail 
Sound: reasonable title tune, but 
sparse spot effects 
Skill levels: one 
Screens: 72 

General rating: Should appeal to 
fans of David Jones' type of 




Presentation 
Graphics 
Payability 
Addictive quatffles 
Valt 



68% 
67% 
65% 
59% 
74% 




NUCLEAR 
COUNTDOWN 







Producer: Atlantis 

Retail Price: £1.99 
Author: Adrian Long land 

■t s back to the oJd 1 nuclear reac- 
■tor going crazy' scenario. One 
| thing games designers never tire 
of is the prospect of some hideous 
nuclear accident dumping 
radioactivity all over the place. 
Once again, you are at the controls 
trying to stop the world from glow- 
ing in the dark, 

Naturally, you are not expected 
lo go down into the trouble zone in 
person - you have a little robot to 
guide around and do the dirty 
work. Four nucfceo cells are unsta- 
ble and about to blow any second, 
and they have to be destroyed by 
nudging into them. 

the game is played over a ter- 
rain displayed from an isometric 



3D viewpoint, in a strange com- 
plex made up from blocks and 
floor sections- Some of the blocks 
can be shoved around, and the 
floor doesn't always cover the 
entire screen in view. Some seg- 
ments drain energy while others 
propel your droid off In a given 
direction rather violently. Energy 
recharging points are scattered 
round the building. 

Mutant droids inhabit the com- 
plex and come in two basic 
flavours: some tromp around fol- 
lowing a set patrol path and other, 
reaily mutant robots, home in on 
your droid. Contact with the guard 
droids saps energy, which is mon- 
itored by a horizontal bar at the 
base of the screen. 

The hero of the piece can fight 
back, however - he's equipped 
with a shield that drains energy 
when it r $ used but comes in handy 



Yourdf&rdfl very cfcse toanucleo. buried in ihemiddfm otth* 
screen 



for battering the baddies. 

The game is divided into four 
sections, one for each nucleo. Five 
droids are supplied, and when the 
current servant expires, the next 
mechanoid clanks off from the 
start of the current section. 

There's no score: just a rating 
basad on the number of nucleos 
neutralised. To make life that bit 
more difficult, the game is played 
against the clock. 



CRITICISM 



I 



• 11 Welt done atlantis- what an 
excellent piece of budget 
software. Although Nuclear 
Countdown is far too easy to 
offer much in the way of lasting 
appeal, 111 be hooked until I 
complete It: it is really playable 
and evac so compelling. The 
graphics are stick - the back- 
grounds are excellently detailed 
and the characters move around 
smoothly. The sound leaves a 
little to be desired - the effects 
are good, but there Is no tune 
whatsoever. Overall I think that 
this is well worth its two quid 
price tag. Go and buy It. " 



• "A great little game from atlan^ 
tis. Even though monochromatic 
graphics are the order of the day r 
this is an addictive and very play- 
able game. Presentation is superb 
with a neat pause mode and some 
good sound effects. All the 
characters are very welt drawn, 
contain lots of detail and are well 
animated. I found Nuclear 
Countdown vety easy to get tnto- 
but unfortunately a bit too easy to 
complete. If you want a great fittie 
budge! game with strong htnts of 



Highway Encounter then this 
could be for you. I certainty 
enjoyed playing it " 

MkUL 

• " Nuclear Countdown, while it 
isn't exactly blazing trails in the 
fields of software excellence, is 
qutte a competent little game. The 
graphics, atthough small, move 
quickly and smoothly, and for 
£1 .99, 1 don't think that anyone will 
complain if I recommend It 
Despite the fact that most people 
won't play it for the rest of their 
time 1 it is playable, and to an 
extent, addictive, it looks and 
plays very like a cheap game; I 
don't mean that In a negative way 
- don't expect too much from it, 
Although there is nothing particu- 
larly amazing about Nuclear 
Countdown, you might find it 
alright for the price, M 



COMMENTS 



Control keys: definable; left, right 
up, down, shield, pause, quit 
Joystick: Kempston, Cursor, 
interface 2 

Use of colour monochrome 
Graphics; excellent detail, good 
animation 

Sound; good effects, no tune 
Skill levels: two 
Screens; 25 

General rating; A very neat 
budget game. 



Presentation 


67% 


Graphics 


72% 


Playebilrty 


70% 


Addictive Qualities 


68% 


Value for money 


78% 


1 Overall 


72% 
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SHOCKWAY RIDER I 



ProducenFTL 

Retail Price: £7-95 
Author: Gargoyle Games 

Shockway Rideris the second 
release from FASTER 
THAN LIGHT , the offspring 
of GARGOYLE GAMES . 

Its plot is centred in a futuristic 
city where walking is a thing of the 
past. Instead of using pavements, 
the inhabitants move around on 
vast, scrolling walkways. Crime, 
however, is not an unhappy mem- 
ory. Muggers find in the moving 
pathways a cornucopia, rich with 
pickings. Things are bad. Inevita- 
bly an individual who's seen too 
many Death Wish films decides to 
take the law into his own hands, 
and Shockway Rider is about this 
vigilante out to clean up the mean 
streets. Not unlike Branson's 
Death Wish character he isn't par- 
ticular in his own morals, and \ 



3 : 



little harm in taking out innocent 
by-stand ers at the same time. 

The pedestrian pathway is the 
place where it s at, and on-screen 
it's divided up into three sections 
running parallel to each other. 
Each section moves at a different 
speed, and the walkways loop 
round in a circle. The idea is to get 
right round the circle killing "as 
many characters as possible (after 
all, one of them must be a mugger, 
surely?}. Movement happens by 
standing still, while the screen 
scrolls from left to right 

Completing a circuit, the player 
automatically progresses to the 
next level, of which there are eight, 
and each provides more disposa- 
ble persons and even some nasty 
obstacles to avoid. 

Future City's thugs are slick, 
and down on Moving Mean Street 
they're identifiable by thdr black 
gloves and natty shades. But don t 
be fooled by apparently innocent 
commuters and passers-by; that 
frail -looking granny may suddenly 
turn into a mugger. The best bet is 
to kill everyone! 

When a mugger spots you t he 
jumps onto the same pathway and 
literally knocks your Wock off. Via- 
ilanticide is as eastfy 
accomplished by jumping on top 
of you when off-guard, 

Uke the muggers, the vigilante 
can aiso jump from walkway to 
walkway in pursuit of prey. The 
three walkways are seen in per- 
spective, so effectively the 
characters change size as they go 
fu rther * into 1 or 1 out of 1 the screen. 
Fists are the mam weapon, but the 
stationary pathways alongside are 
littered with usable items which 



Oops, Cameron's f«I His head again . . . poor iamb! 



tit a bid t®r j tw#f revenge, Cameron sneftks up On the near? s f 
granny 



come in handy as ammo. Jumping 
off a moving pathway onto the 
sidewalk and running over the item 
results in its being displayed at the 
screen base. The weaponry col- 
lected may be hurted forwards and 
backwards and in some cases up 
and down as well 

Vigilantism just ain't nice, and so 
bonus points are awarded for 
biffing innocent bystanders. For 
every ten inoffensive pedestrians 
killed, an extra life is awarded and 
added to the initial five. 



CRITICISM 



This is a bit of step back- 
for ftl- I was expecting a 
with the same sort of 
graphical quality as Lightforce - 
but alas there are no murti- col- 
oured spa ps ships in Shockway 
Rider. There are some pretty 
characters though. Not to 
worry, they seem to have 
worked on the gameplsy - or 
perhaps It only appeals to me 
because you can hurt bricks at 
innocent by-standers (end get 
points for till Unfortunately 
there are only eight levels so this 
won 1 ! keep anyone playing for 
longer than * few days, " 




• ,J / wond&r&d how FTL could 
follow up a smash hit like Light- 
force - not very well it seems. The 
game is, like Lightforce, very sim- 
ple in construction. But Shockway 
Rider loses out on playability. The 
graphics are well dra wn and back- 
grounds have a good feeling of 
perspective with the screen con- 
taining a decent amount of colour, 
even though th& play area (s 
monochromatic. The meanies 
contain tots of frames of anima- 
tion, and there are good explo- 
sions when someone gets chop- 
ped, t love the way that the bad- 
dies wave their hands in the air 
when they chop your head off. 
Shockway Rider isn't really as 
good as Lightforce, but it certainly 
needs to be looked at as the game 
is original and quite addtctive " 

PAUL 

• " Despite the essentially simple 
idea behind it. Shockway Rider 
has turned out to be a reasonable 
game. Uke Lightforce, it has excel- 
lent graphics, with colour used 
well, and superb scrolling; some 
of the character animation is bril- 
liant. It's highly playable, but i feft 
that it lacked depth. The toading 
screen is particularly neat, and the 
packaging is very professional. 
Though by no means a poor game. 
Shockway Rider is something of a 
disappointment after Ughtforce\ 
but then most games would be! 
Look before buying. M 



COMMENTS 



Control keys: definable: up, 
down, left, right, fire 
Joystick: Kempston, Cursor, 
Interface 2 

Use of colour: good with a mini- 
mal amount of colour clash 
Graphics: simple and nicely ani- 
mated 

Sound: the odd spiatty sound 
effect 

Skill levels: one 
Screens: 8 scrolling play areas 
General rating: An interesting 
above-average game that misses 
the highspots of Light Force. 
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PLAYING FOOTBJL 
AND PRODDING P. 



Lee Paddon persuaded Jon Ritman and Bernie Drummond to 
break a journey between London and Manchester and drop in to 
the Towers for a chat . 



The graph iciai capabilities of the 
current generation of home com- 
puters are limited, and even the 
most talented artist is restricted by 
the nature of the medium when it 
comes to putti ng art on the screen . 
So why did Bernie Drummond, 
the man behind Batman's 
graphics choose a life of pixel 
prodding? 

Well, one answer could be that 
there's money in it. For the latest 
game to emerge from the mind of 
Jon Hitman, Head over Heats t the 
advance royalties atone from 
ocean will net Bemie over C14.0QO. 
This isn't bad for someone who 
managed to fail his art CSE! 

Bemie Drummond Is 
unashamed about his lack of for- 
mal academic qualifications: M l 
failed the CSE deliberately. I knew 
the sort of thing the teacher was 
looking for and 1 didn't want to do 
it his way. I think formal ait tuition 
is a reai waste ol time. You spend 
all your time studying other artists 
and learning how to use knives, 
That's not what interests me/ 1 

Bemie got interested in drawing 
when he started doodling charac- 
ters from his favourite cartoon 
strips. One of his chief sources of 
inspiration was the X-Men. a 
group of teenagers who had mut- 
ant powers. Guided by their men- 
tor, Professor Xaviour, the X-Men 
went around conquering evil. "I 
liked them because they were just 
ordinary kids, not superheroes: 
you eouid really identify with them 
- it was also very well drawn, I like 
Neil Adams a lot. It's amazing the 
way he moves from comic to 
conrnc, taking a really awful strip 
that's struggling for survival and 
turning it into the most popular 
strip in a matter of months. He's 
great for detail like drips of sweat 
on foreheads. Barry Smith's good 
as well - he draws Conan the Bar- 
barian." 



FELT PENS 

Bemie believes that the best way 
to develop your own style is just 
to draw as many things as possi- 
ble, experimenting with different 
materials. Uke our own Oil Frey 
and his airbrush, Bernie Is 
inseparable from his set of felt 
pens. ' ' By just drawing as much 
as possible, you build up a 
portfolio in your head, I always 
start with eyes. I can draw eyes 
really well, so once I've got those 
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right, I iust work outwards and fill 
up the rest of the picture." 

Bemie was playing the drums 
in a band called 'The Position 1 
when Jon Ritman first bumped 
into him. Music is still Bardie's 
main interest; "I really prefer 
music to art - 1 could go on about 
that all day if you like Jon was a 
friend of one of the other mem- 
bers of the band, and knew Ber- 
nie did art in his spare time, "I 
think I was actually sticking han- 
dles on saucepans for a living at 
the time." 

Jon had finished writing Match 
Day and had just started Batman* 
had seen Knight Lore and 
decided that this was the sort of 
game he wanted to write next. 
Recognising that he had to take 
the basic 3D isometric formula 
and put in something new, Jon 
realised that improving the 
graphics was important. An artist 
was needed to work on the 
graphics, and Berme's name 
sprang to mind. 

HOME-BREW 

Bernie had never seen a com- 
puter game in his life, so Jon sat 
him down in front of Knight Lore 
for a white: "but not for too long, 
as Jon didn't want me to copy any 
of the ideas" Bernie remembers. 
Then Jon loaded up his home- 
brewed graphics utility and Ber- 
nie started doodling. 

' There are many things I like 
about computer graphics but a 
lot of drawbacks. Normally on 
paper i never rub anything out; It 
|ust has to work first time But 
with computer graphics you can 
spend absolutely hours putting in 
a pixel and then rubbing it out. 
You never have to repeat things 
either - once a sprite is drawn, 
you can just pick it up again and 
fiddle around with it. M But there 
are limitations as well. AH the 
graphics have to fit in an area 
three character blocks high and 
three block wide. That^s 24 pixels 
square, in other words a little over 
500 picture elements in total to 
play with. That's not much, and 
Bernie often can't teil what a 
graphic is going to look like until 
it is in the game and trotting 
around. 

"Many of the graphics in Bat- 
man just came about by EX- 
ORing {superimposing) two bits 
of graphics over each other, and 



something would suggest itself 
to me/' Jon gave him a totally 
free hand with objects and wail 
decorations. "He r>ever said 
! draw me a chair ovef there ' - I'd 
just come up with something and 
he'd fit it into the scenario. M Most 



Of Bernie's main characters 
adhere to strict proportions: they 
are always one-third legs, one- 
third body and one-third head. 
Not only does this mean he can 
try to create new character s by 
EX-ORIng old ones on top of one 
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another: it also means a charac- i 
ter can have a lot of facial detail 
Batman was licensed, which 
complicated the development of 
the graphics somewhat - ail Ber* 
nie's work had to be approved by 
the American copyright holders 
before the finished game could 
be released, 

FREE HAND 

Jon is giving Bernie a totally free 
hand with the graphics for Head 
over Heals (previewed overleaf). 
I The castle theme of the first part 



of the game came about because 
Bernie produced a graphic, for a 
suit of armour. So Jon had to 
stretch the plot a little Suits of 
armour in a space fantasy game? 
Well, obviously the evil Dictator 
had seen too m any ol d Errol Flynn 
movies] One of the other planets 
In the game, the Book World, is 
full of Western -type graphics, so 
the film theme runs right through 
the game, 

Bernie lives at home, and at 
first his parents criticised his 
eccentric lifestyle - until the 
cheques started to arrive. ,l i work 
in bursts, Til do virtually nothing 
and then go totally mad and work 
round the clock once I've got into 
a game. 1 ' But he has never forgi- 
ven his Spectrum for throwing out 
a file on a Microdrive, It rep- 
resented well over a day's work. 



He now works on an Amstrad and 
only transfers his work to the 
Spectrum to see how it will took- 
TTie batch of Bernie s computer 
graphics should see the light of 
day on Three and fir. The game is 
being written by Chris Clarke, 
Jon's old Match Day collaborator. 
Chris has been working on this 
game since he and Jon finished 
Match Day It's based on the old 
playground game where some 
poor sap would be stuck in goal, 
and his mates would try to score 
goals, Die first to score three 
goals changed places. 

For Thme and In, Chris plans to 
allow up to three players to com- 
pete at once, one controlling the 
goalkeeper and the two others 
taking the defence and attack - 
controlling two footballers each. 
When Bernie started working on 
the game, Chris had the figures 
moving and Bernie got involved 
with filling them out' - giving 
them convincing arms and legs. 

The screen will look similar to 
the end-on view of Handball 
Maradonna and Footballer of the 
Year but hopefully there will be 
lots more gameplay,' 1 Bernie 
asserts 

MATCH MY II 

All this should come in handy for 
Jon's nest project which should 
take up where Match Day left off. 
According to Jon there's still 
plenty of room for a follow up. "I 
haven't seen anyt hing better than 
Match Day so far. Super Soccer 
was okay if you persevered, but it 
did have some horrific bugs In it, 
like when players didn't get up 
after being fouled. 1 1 Like all prog- 
rams, the features that are plan- 
ned for the follow-up to Match 
Day will be a compromise 
between desirability and time, 
"Sliding tackles are nice, but they 
use a tot of animation to do them 
properly. More importantly, I'm 
going to have to make the whole 
game harder - Bernie can beat 




the computer on Professional 
level 22-0." Jon also hopes to 
improve the way the goalkeeper 
moves in the sequel to Match 
Day. {A common criticism of 
Match Day is that it is too easy to 
score by walking the ball Into the 
net, thus avoiding triggering the 
goalkeeper.) 

But then Match Day is BernieTs 
favourite computer game: " it was 
the first computer game Td ever 
played for any length of time, so I 
was rather spoilt and S tend to be 
hypercritical of other games* 
Everything is so realistic, when I 
show someone the different ways 
the ball bounces off a player s 
chest (depending on Whether you 
are moving towards or away from 
the ball at the time) they don't 
believe it and think it is just a fluke 
or a bug. The collision detection 
Is brilliant as well - the ball only 
bounces when It actually strikes 
something, instead of when it 
comes near- The animation is also 
nicely done. It is Important when 
a player is running, that each foot 
Sands and then stays on the 
ground while the other foot 
comes forward. That sounds so 
obvious, but ifs amazing how 
many sprites you see apparently 
running on the spot*" 

FOOD, 

FOOTIE & FUNK! 



When he's not playing around 
with pixels, Bernie has three main 
interests which verge on the 
obsessive: music, football and 
eating. He has a massive collec- 
tion of records which he leaves all 
over the place, "I generally only 
like one or two tracks from an 
alburn, so HI tape those, and then 
probably take the album round to 
a friend's house and forget I've 
left it there, I like a lot of classical 
music, particularly Prokoviev and 
Bartok. There's such a lot going 
on in their music. This band I used 
to play in had this Idea where we'd 
try and cram as many riffs into a 
song as possible. The tune might 
only last a minute or so in the end, 
but there would be about twenty 
or thirty different things in there, ' 
In terms of contemporary 
music. Kate Bush and The Fall 
feature regularly on the Dru al- 
mond turntable. Kate Bush's 
early songs are particular favour- 
ites "The Dreaming is her best 
album. She uses music very well: 
things like sudden silences in just 
the right place. Once you're in 
tune with the way she thinks, you 
always know what note is going 
to come next. " 

Food wise, Bernie is very self- 
sufficient, and is very wary of 
additives - indeed suspicious . He 
only trusts the things he prepares 
himself . Although somewhat eva- 
sive about his age (he'll admit to 
being in his twenties) . Bernie 
believes that his crud-tree diet 
comes in handy when it comes to 
following his other passion in life, 
football. When he's not playing 
football on a computer screen. 
Bemie's usually running round a 
field full of younger players - 
most of his contemporaries (in- 
cluding Jon) feel they're getting a 
bit too o(d for the physical rigours 
of competitive football. 

There's obviously a lot to be 
said for an additive-free diet , . . 
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DESTROY 
THE BLACKTOOTH 

EMPIRE! 
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The Blacktooth Empire is an 
uneasy 'alliance 1 of four planets, 
ruled by an evil despot from the 
planet Blacktooth. Without a 
leader, the downtrodden people of 
the Empire have been unable to 
break free from this undemocratic 
system. It is generally bel ieved that 
ft one of the four Crowns of 
Leadership stolen by the evil 
Emperor during the Empire's early 
days was found, the people would 
unite under it - and once and for all 
destroy the evil tyranny. A super 
agent from the planet Joinedup 
has been enlisted, and sets out on 
a quest for the crown. 

Joinedup is a strange place: the 
two species that populate the 
planet have formed an unusual, 
symbiotic relationship, with mem- 
bers of one race living on the 
shoulders of a member of the 
opposite race. Although they 
share the same homeland, the 
separate races have evolved in 
remarkably different ways. The 
'lower order' have developed two 
feet but no arms- they are speedy 
runners, but can't jump very high. 
The other beings , the ' upper-cru s- 
ties a r evolved from birds and have 
retained rudimentary wings 
instead of arms - they can jump to 
twice their own height, and man- 
oeuvre while in mid-air! Combining 
their respective strengths, the two 
races work together to achieve 
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things they could never 
accomplish aJone. 

The strongest inhabitants of 
Joinedup, Head and Heals, have 
united. Together they form the 
Super Agent chosen for the crown 
quest. Their mission hasn't started 
so well however - they 've been 
captured and imprisoned in the 
Emperor's castle on Blacktooth, 
This is where you come in. Head 
and Heals nre being kept in differ- 
ent cells and have to escape from 
the castle?, join up again and make 
their way to Moonbase Headquar- 
ters. Having done that, they can 



return to Blacktooth and continue 
their search for one of the crowns 
that will bring liberation to their 
people. 

Head over Heats contains 300 
Btffmarr-style rooms, shown in 3D 
isometric projection, and is 
designed to be played In several 
parts. Begi nners can aim to get out 
of the castle and return to 
joinedup, More experienced 
players can by to liberate a planet 
Eventually, real experts can have a 
cr ack at completing the entire mis- 



sion - but the problems in the last 
sections of the game are really 
tough „ „ » 

Memory Fish replace the Bat 
memory cells found in Batman. 
The fish are RAM save devices, 
and allow you to return to your 
game position after losing a life - 
but a fish only works like this once, 
and you have to be careful that it is 
alive and wriggling when you eat 
it, Dead fish are poisonous. 

Heed can fire sticky doughnuts 
from a hooter, and his missiles 
stun meanies on contact. A bag 
comes in handy for carrying 
objects, and cuddly stuffed bun- 
nies temporarily enhance your 
powers or confer extra lives. 

A swap key passes control 
between Head and Heals when the 
duo are operating individually, but 
when they're together the swap 
key separates them; Some of the 
problems in tha game can only be 
sotved by the composite being, 
while others need to be 
approached by Head or Heals 
working solo, 

Bemte Drummond has been 
busy with the graphics - the two 
central characters share 13 fra mes 
of animation and there are 130 dif- 
ferent objects to encounter during 
play. In total, the graphics data 
occupies 17K - it looks like Ber- 
nie's earned his money putting 
that lot together? 

Head over Heats sees the arrival of 
a new addition to the Ritman crew. 
Guy Stevens worked on the music 
which accompanies the Spectrum 
12B version - the game loads up, 
decides whether or not the 
machine has a sound chip, and 
selects the appropriate sound 
routines. 

There is no official release date 
as yet. but Head over Heals should 
be in your local shop by Easter - 
courtesy of ocean. 
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The Final Challenge 




Launching soon on: For mail order enquiries please write to: 

Spectrum £7.95 NMC Limited, PO Box 67 

Amstrad, Commodore tape £8.95 London SW11 1 BS 

Amstrad, Commodore disc £14.95 or call on 01-228 6730 



THE GREMLIN 
EXTRAVAGANZA! 



Last year was a good year for 

GREMLIN GRAPHICS. The GREMLIN 

team started out with the aim of 
making tire Top Five - in the 
Software House eft arts r rather 
tiwi the game charts. During 1986 
a host of respectable games ema- 
o&ted from the Sheffield HQ, and a 
second programming office was 
opened in Birmingham where 
work started on Qauntiet for us 
oold. The company eventually 
achieved their aim. finishing fifth 
overall according to Sossman tan 
Stuart. 

Now another year has begun, 
and gremlin aim to occupy the 
Number Three slot when the 
software houses are ranked at the 
end of 1967, Plans are afoot to 
open a third programming office in 
Derby- a music studio is being sat 
up in Sheffield where top-dass 
Commodore musicians Hob Hub- 
bard and Ben Dagllsh are to wo rk - 
a new mid-price '£4.99 label has 
just been launched with West 
Bank which is soon to be joined by 
a compilation featuring gremlin 
oidies - Supersleuth, Metabolic 
Safefereafcer find Potty Pigeon: 
and of course, licence deals are 
being negotiated. An outline 
release schedule has been 
devised for the year with four 
Spectrum games due this Spring. 

A bat and ball game, Krakout 
leads the list of re-leases - it's due 
out at the end of February, The 
game develops on the basic bat 
n" ball theme, adding a number of 
variables including a character 
that romps around the screen try; 
mg to swallow the baft and spit it 



out in the most awkward manner 
possible. 

During April, another platform 
game starring Monty Mole should 
make its way to the High Street, 
More of that in a moment r . . A 
development on the beat 'em up 
theme in which you have to fight 
pest three levels of opponents 
using three martial arts, $amiir$i B 
is promised for the end of Feb- 
ruary < Karate, Kendo and Samurai 
sword-fighting all feature, and 
there is a strategic eiemercuo cope 
with as well as the fighting - three 
opponents have to be defeated 
using each combat skill and It's up 
to thepfay er to c hoose who to fig ht 
ne>rt. Onoe an opponent has been 
chosen, a brief run-down of his 
fighting skills and strength ts given 
and it's time to go into training for 
the big fight! 

May should see Thing tt ready 
for release - the follow- up to the 
Commodore hit arcade adventure, 
Thing on a Spring. This time , grem- 
lin are going to let Spectrum own- 
ers join in the fun, controlling the 
cute springy hero as he bounces 
through a factory complex in 
search of the components he 
needs to shut it down. 

A sequel to Jack The Nipper is 

Sanned for the summer, and a fol- 
w-up to Bounder is also on the 
cards - developing on the ball- 
game theme. Two of the major 
licence deals already arranged by 
Ian Stuart should materialise just 
in time for the Christmas market 



Basil the Mouse Detective should 
be starring in Basil of Baker Street, 
a puzzle-ridden game along the 
Jines of Jack The Nipper, and 
MASK a tie-in based on the hh car- 
toon series, 

But back to Monty Mote's latest 
adventure . . . Auf Wiedersehn 
Monty. Having escaped from 
prison in Monty on the Run, Monty 
set up home on Gibraltar believing 
himself to be safe from the long 
arm of the Jaw. AN went well for a 
while, but now the international 
police force INTERMOLE is on his 
trail and the police are attempting 
to oxtoadrte the miscreant mole. 
Monty's only hope is to make his 
way through Europe collecting up 
enough money to buy a Breek 
island - only then- will he be safe 
from legal proceedings. 

The game is known in the grem- 
lin offices as Pete Harraps 
Revenge - the eighty screens in 
Auf Wtedersehn are packed with 
puzzles, and nasty twists and 
turns, Life gets progressively har- 
der as Monty gets deeper into 
Europe, and towards the end Auf 
lAfiederseften verges on the 
im possible - Pete is the only per- 
son who can play it through at the 
moment, Monty has six lives at thp 
start of the current development 
version, and can pick up another 
six - by the time the game is 
Finished, there may need to be a 
few more lives available . . 



■ Monty Mote mmk** hi* way through Europe* on a quest to evade 

■ the long arm of the Imw 




Starting out from Gibraltar, the 
furry hero has to make his way 
through the ptetform-ridden coun- 
tries of Europe, performing at least 
one task in each country. Monty 
can carry up to four items at a time, 
and his overall aim is to get enough 
money into a Swiss bank account 
to cover the costs of his island 
sanctuary. Money can be col- 
lected in the form of Eurocheques 
left lying around by careless 
tourists, but Monty's main source 
of income is derived from perform- 
ing tasks. Puns abound in the 
game - for instance, Monty has to 
deliver a stolen work of art to a 
Mafia fence. Yes, it's a fence as in 
garden that he finds in Itaiy, home 
of the mafiosu Lateral thinking in 
abundance will be called tor if the 
game Is to be sotved. 

Each country contains at least 
one airport, and Monty can hop 
from city to city providing he has 
an airline ticket in his inventory. 
When Monty boards a plane, the 
action switches to a mini-arcade 
sequence in which the hero mole 
has to engage an INTERMOLE 
plane in a dogfight. As you might 
expect from the devious mind of 
Pete Harrap, air travel is not 
straightforward: one airport 
accepts tickets and refuses to 
allow Monty to board a plane- 
Monty has to complete abso- 
lutely every task in the game and 
collect all of the Eurocheques 
before he can buy that island 
paradise - and he has to find the 
number to his bank account 
before the money can be stashed 
away safely. 

To make life that little bit more 
tricky for the player, Mr Harrap has 
designed half a dozen types of 
platform, Monty is biown into the 
air from time to time by one type of 
ledge, while another has a habit of 
dissolving beneath his feet. Some 
ptatforms are sticky, slow i ng prog- 
ress, while others are slippery. And 
then there are the 'upside-down* 
platforms that allow Monty to walk 
along with his feet stuck to their 
lower surface, like a fly on the ceil- 
ing. 

Sean Hollinoworth Is Pete's col- 
laborator on the project, and they 
hope to add digitised sound 
effects for the benefit of 128K 
Spectrum owners: " bone-crunch- 
ing noises when Monty fails over 
and some death sounds" they 
explained with gruesome 
relish . . . 
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SPACE SEPTET 



Mike Richardson, author Of 
Thanaf os and Turbo Esprrt is busy 
working on the Spectrum version 
ejI Sigma 7. 

Marauding aliens are trying to 
lake over the galaxy. The only way 
ihey can be stopped is if aJI seven 
of their three-iooe defence levels 
can be breached. Ttte conflict 
starts in the inky blackness of 
space, piloting a Sigma scout ship 
you have to dispose of waves ot 
enemy fighters. A bonus is 
awarded when a complete wave Is 
destroyed, and it's on to Phase 
Two - the f actory complex. 

Landing the ship on the upper 
deck, you board a tank and begin 
a Pac Man type game inside the 
factory. Dots on trie floor have to 
be 'eaten' before the tank can 
leave the far end of the diagonally- 
scrolling factory complex. Ftobo 
mines home in on your tank and 
can be evaded or shot, and the 
factory phase has to be completed 
within a time limit revealed m a 



gradually disappearing spiral 
When the spiral turns white - indi- 
cating that a sufficient number of 
dots have been cleared - the tank 
can leave the factory. Some of the 
dots don't disappear when they 
are passed over: the pattern of 
these permanent dots has to be 
memorised and used in the final 
phase. 

In Phase Three of a level, the 
pattern formed by the inedible 
dots in the factory has to be 
entered on a security lock- A grid 
of switches greets your tank out- 
side the factory - some switches 
are inactive, while others can be 
toggled by passing over them and 
pressing fire. There's a time limit, 
and failure to Implement the pat- 
tern on the switch panel ends the 
game. Match the pattern, and the 
lock opens granting access to the 
space phase of the next level. 

An Easter game from duhell p 
Sigma 7 will sell for £7,95. 



SCHOOL TIE-IN 



When Phil Redmond created 
Grange Hitl in 1 976 r he could never 
have dreamed that in eleven years 
time il would still be one of the 
most popular Childrens' TV 

ShOWS, NOW ARGUS PRESS 

software are about to release a 
computer game based around the 
famous London school. 

The Spectrum implementation 
of the TV series has been designed 
by Colin Jones, the man who 

Stgrammed the esoteric ID and 
us Be Machina. Grange Hilf 
however, is a more familiar arcade 
adventure with just a hint of strat- 
egy. With the creative element 
taken care of, argus have drafted 
In the taJents of binary design to 



code the program. 

The player guides Luke 'Gonch 1 
Gardener on the trail of a missing 
personal stereo. The plot goes 
something like this: Luke's 
Walkman has been confiscated 
and stored in the staffroom. Some 
time ago Luke's other Walkman 
was stolen while in the staffroom, 
so now his Mum always asks to 
see it when he comes home from 
school. H she finds out that it has 
been impounded again, Luke is in 
deep trouble. 

With his partner in crime Paul 
Hob 1 Hollo way. Luke decides to 
return to the school after hours to 
try and filch the Walkman back. 
The game begins at 3,50pm when 
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TUNISIAN TROUBLES 



Strategists will be pleased to learn 
that Robert Smith, the man 
behind Anthem and Desert Rats 
has completed Operation Vulcan 
- Philippe should be able to give it 
the full treatment in FRONTLINE 
next month. 

One or two people can partici- 
pate Operation Vuicart - the com- 
puterised version of the Tunisian 
campaign, and the method of play 
follows on from the format used in 
Mr Smith's earlier games. Each 
unit may be moved in turn, cross- 
ing terrain, launching assaults, 
travelling, digging In* or holding 
position. 

Five scenarios cover parts of the 
battle , and the last scenario covers 
the entire campaign from Novem- 
ber 1942 to May 1 943. Play begins 
with the Axis controlling the whole 



map - the Allied player wins when 
the two main Axis ports, Tunis and 
Bizerta, fall to his troops. 

Refinements added by Mr Smith 
are the inclusion of air units and 
hidden movement: atr units can 
either be sent on strike missions or 
on reconnaisance< and an enemy 
unit that is not in contact with a 
friendly unit does not appear on 
tt>e map, 

Versions of Operation Vulcan 
are available for the 48K and a 
128K machines. Five historical 
'what if 1 options are included in the 
1 28 version, catering for the effect 
of hypothetical political or military 
decisions taken outside the cam- 
paign, 

Cos are the publishers, and 
they're asking E9.S5. 
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schools turns out. Luke has until 
midnight to repossess the 
Walkman and return home. 

Problems are overcome by 
using the objects found in the 
game - a diverse selection of items 
may be collected, including a 
glass eye, a bone and a chair The 
school looks quite different at 
night - making it hard for the boys 
to find their way about. Beware of 
the caretaker or the trouble-maker 
Imelda Davies. Drug pushers also 
make an appearance and try to 
hinder the lads - following on from 
the anti-drugs theme to the TV 
series, it's wise to say No" to 
pushers. Persuading Hollo to be In 
the right place at the right time Is 



an onerous task, and Luke has to 
reiy on the gift of the gab . . . con- 
versation between the characters 
is carried out by typing commands 
into the computer. 

Colin Jones spent over a month 
designing Grange Hitl for the 
Spectrum, as he didn't want to let 
the complexity of the storyline 
interfere with the flavour of the 
television programme. Grange Hill 
fans can gain added entertain- 
ment inbetween TV episodes 
towards the end of February, when 
Aflous plan to have the game In the 
shops, priced at £9.95. 
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WHERE EAGLES DARE 



During the Second Woild War. 
many daring deeds were carried 
oat by the special forces None 
was more daring than that carried 
out on The Eagles Nest. German 
tf oops were known to be massing 
there - the powers theft be wanted 
to know why. 

Four men penetrate the castle, 
but three are quickly capture*! Our 
hero is the onJy one to remain free, 
and with the guards on the alert 
it s going to be a tough mission. 
Now our hero will not only have to 
finish the mission and blow up the 
castle, but he'M also have to rescue 
his three buddles. 

Ifs a sort of Gauntlet meets 
Commando' type of game. Our 
hero tramps around each 'floor of 
the castle, which is viewed from 
above and scrolls in four direc- 
tions. He picks up keys to open 
doors, shoots the swarms of Ger- 
man guards and picks up useful 
goodies. 

His Ston gun comes with 99 



rounds Things get tough when 
these run out, so collecting more 
ammo is a priority. Every time he 
gets shot, or bumps into a guard, 
he takes a number of hits - too 
many of these and our hero snuffs 
it. There are first-aid kits scattered 
around the place to staunch the 
flow of blood and reduce the 
number of injuries- 
Completing the mission means 
getting to the top floor of the cas- 
tle, collecting and placing the exp- 
losive charges and rescuing your 
mates. Our hero must be careful 
and not just storm around Sten 
gun blazing, as bullets do not stop 
at the edge of the screen, and a 
stray bullet might set off an explo- 
sive charge. 

Bonus points are scored for 
picking up the baubles which are 
scattered around the castle floor. 

into the Eagles Nest wil I be com- 
ing out on a new label, pandora 
which Is yet another name to 
emerge from interceptor. 
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Trap - a shoot p «n up - Is coming to the Spectrum courtesy of 

ALUOATJL 

Trap is played over two levels. In the first you fly over enemy 
terrain, dodging and b La sting your way past Zarkab defence craft 
and ground installations. You are then placed on Terra Firms, You 
tramp through the undergrowth Commando style, collecting Orbs 
(a form of currency). Orbs may be traded for a more powerful ship 
which will help you as your quest continues, 
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THRONES OF FIRE 



It's been a long time since Mike 
Singleton fans nave had much, to 
cheer about - rumou rs ot Star Tfi&k 
and Eye of the Atoan not- 
withstanding. So while me fatthfut 
wait for the next game written by 
the greet man himself, perhaps a 
game designed by him might 
Bufflce. 

The game Is Thmrmaf Fire and 
the unlikely source la Melbourne 
house, enjoying theirfirst associa- 
tion with Mr Singleton. Program- 
ming was carried out by consult 
Computers. 

King Atherik is dead, and three 
factions are fighting tor control of 
the Throne of Ftre. This struggle is 
set in the Burning Citadel; which is 
built arouno the rim of a smoulder- 
ing volcano. 

Two prayers take a Joystick 
each, with the computer control- 
Hng the third faction, or one player 
can take on two computer oppo- 



nents, In addition, there is also a 
neutral force whose soldiers try to 
bar the way to the Throne. 

Each faction has a leader, which 
the player controls, and an army of 
supporters. The leader travels 
from room to room, discovering 
magic objects and weapons. He 
can also attack men from oppos- 
ing factions f j 

The screen Js split vertically 
between the two human players, 
The top part shows the main 
character travelling through the 
castle. A fight ensues when , he 
encounters an enemy ( the two 
knights then get stuck in with their 
swords in the following animated 
ftght sequence. The bottom sec- 
tion shows how the rest of the fac- 
tion Is doing m the tight to control 
the citadel Windows light up in the 
different player's colours as they 
gain control of the rooms. 



INSPECTOR 
GADGET AND THE 

CIRCUS OF FEAR 



Inspector Gadget started his 
investigative career on television 
over in la belle France, He's the 
barmy detective whose limbs 
extend into whining gizmos at the 
merest shout of 'Go, Go Gadget 
legs 5 . _ . or whatever. 

Inspector Gadget crossed the 
channel to star on our own TV last 
autumn, and soon he's to appear 
in a computer game released by 
Melbourne house and priced 



The nefarious M.A.D agents are 
up to their oW tricks. This time 
they've planted bombs all over a 
circus. Inspector Gadget with his 
beserk appendages has been 
drafted In to defuse them. But 
before Inspector Gadget get^ to 
the circus he has to negotiate a 
road infested wrth snakes, pits and 
broken gtass, and a whole host of 
unthinkable obstructions. 
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WHATEVER YOUR STAR SIGN... 
THE FUTURE HOLDS EXCITEMENT 
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